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ON SOz 

Son yillarda, teknolojinin hizla ilerlemesi ve 
degisen toplumsal ihtiyaclar cercevesinde 
egitim-dgretim alaninda da_ gelismeler 
yasandi. Yenilikci yaklasimlarin artmasi tim 
diinyada ogrenciler icin firsatlar yaratmis ve 
ozellikle dijital dénustim egitimi yeniden 
sekillendirmede Onemli bir rol oynamistir. 
Egitim alani dijital araclarin kullanimindan 
cevrim ici platformlarin benimsenmesi ve 
beceri 


kisisellestirilmis | 6grenme ve 


gelistirmeye dek uzanan_ derin _ bir 


paradigma_ dedgisimi yasamaktadir. Bu 


alanda_ temel egilimleri ve gelismeleri 
inceleyen arastirmacilar, yaptiklar! 
derinlemesine —calismalarla__—_uluslararasi 


alana katkida bulunmaya caligmaktadirlar. 
Ogrenme ortami, 6grencilerin 6grenme 
eylemini gerceklestirdikleri farkli fiziksel 
mekanlar, ortamlar, platformlar anlamina 
gelir. Ogrenciler okulda, kantinde, okul 
disinda, evde, acik havada veya herhangi 
bir dijital ortamda sinifa alternatif olarak 


Ogrenme eylemini gerceklestirebilmektedir. 


Dolayisiyla 6grenme ortam! kavrami, cok 
genis bir yelpazeyi kapsar. GiunUmUzde 
6grenme ortamlarina (6grenciyi cevreleyen 
fiziksel, sosyal, duygusal kosullar, 6grenci 
odakli teknolojik/dijital 6grenme ortamlart) 
yonelik calismalar dikkat cekmektedir. 
Teknolojinin zirve yaptig! ve her alanda 
yasanan hizli dedisikliklere sebep olan bu 
yuzyil, olumlu katkilari bir yana 6grencilerin 
duisunme 


ozellikle elestirel ve yaratici 


becerilerini gelistirmelerine engel 


olabilmektedir. Bu nedenledir ki alanda 
caligsan idealist arastirmacilar, cocuklarin 
cok boyutlu dusunmeleri icin uygun 
yontem, strateji ve teknikleri arastirma 
odagi yapmaktadirlar. 

"International Studies on Learning 
Environments ‘simli bu kitap bdllimu de 
alana katki saglayacak Onemli_basliklar 
uzerine 


yogunlasmaktadir. _ Bilgisayar 


oyunlarindan, oyunun  etimolojisine ve 


tarihine; ders _ kitaplarindan 
argumantasyon tabanli oyunlara ve orman 
okullarina uzanan bu akademik perspektifte 
bu alanda_ calisan  akademisyenler, 
Ogrenciler ve 6gretmenler icin cok kiymetli 
arastirmalar yer almaktadir. Oyle ki kimi 
zaman bilgisayar oyunlarina olan tutku, 
okula olan bagliligin ve calisma azminin 
Oniine gegmektedir. Cocuklarin ve genclerin 


cok fazla zaman harcadiklari bilgisayar 


oyunlar! giderek bagimlilik seviyesine 
ulasmaktadir. Cogu zaman Ogrencileri 
arastirma, problem c6zme, _ elestirel 
dusunme vb. alanlarda destekleyen 
teknolojik ortamlar zaman zaman da 
kontrolstiz, istemsiz ve bilincsiz 


kullanimlariyla_cocuklari/6grencileri 


olumsuz etkilemektedir. 


Halbuki 
ettiklerinde cocugun  sosyal, 


oyunlar dogru  amaca_hizmet 
bilissel ve 
sosyokulturel gelisiminde Onemli bir rol 
oynar. 


Cocuklarin | merak duygusunun 


tatmini, kendini ifade etme becerilerinin 


gelisimi, problem cdzme __ becerilerinin 
kazanilmas! ve el-g6z koordinasyonunun 
gelisimi Uzerinde bUyUk bir etkiye sahip olan 
oyunlar, giinimizde ozellikle egitim 
alaninda sanal bir ortama evrilmistir. 

Diger bir Ogrenme ortami olarak ders 
kitaplari ve dijital ders kitaplari (e-ders 
kitaplari, e-metinler...) ulasimin kolayligi ve 
pratikligi nedeniyle 6grenciler ve 
Ogretmenler acisindan konforlu  alaniar 
olarak gortilmektedir. Ogrenmeyi 
yapilandirmasi, gelistirmesi, O6grenmeye 
rehberlik etmesi, kendi kendine 6grenmeyi 
saglamasi ve dlcme ve degerlendirmeye 
katki saglamasinin yan! sira degerlerin ve 
fikirlerin  aktarimini da _— gerceklestirir. 
Egemen gorisu kitaplardaki metinler 
yoluyla dogal kilarak toplumsal denetimi 
sessiz bir sekilde saglamaktadir. Okuma 
metni iceren ders kitaplari genellikle 
toplumsal diizene katki saglamak amaciyla 
evrensel konu ya da tanimlardan cok 
toplumsal diuzene eslik eden bir yap 
sergiler. Bu nedenledir ki ders kitaplarindaki 
metinlerde kadinlar anne ve es rolleriyle aile 
tasarimi icine yerlestirilirler. Erkeklerin ise 
rolleri disarda calisarak Uretmek ve stati 
sahibi olmaktir. Egitim ve ogretimin etkili 
bir gsekilde gerceklestirilebilmesi — icin 


argumantasyon cok Onemiidir. 


Ogrencilerin kick yaslardan _ itibaren 
yorum yapabilmesi ve iki bilgi nesnesi 
arasinda iliski kurabilmesi icin arastirmacilar 


O6grenmenin her alaninda yeni yéntemler 


gelistirmeye calismaktadirlar. Bunlardan bir 
tanesi okullardaki fen egitimi icin 
yapilandirilmis olan “tahmin et-g6zle-acikla” 
yéntemidir. Ozellikle fen egitiminde bir 
iddianin elestirel acidan ele alinmasi, 
konuyla_ ilgili verilerin toplanmasi ve bu 
verilerin kanit olarak sunulmasi Onemli 
unsurlar olarak godrulmustir. Dolayisiyla 
POE  etkinlikleri 


arttirmada ve problem cdzme_becerisi 


akademik __ basartyi 
kazandirmada etkilidir. 

Alternatif ve ilham verici bir 6gGrenme ortam1 
olarak orman okullari da \iteratiirde yerini 
almaktadir. Uzun bir sureci kapsayan, oyun 
yoluyla gerceklesen ve aktif ve deneyimsel 
ogrenmeyi gerceklestiren bu 
modelde/ortamda 6grenciler oynarlar ve 
oynayarak kesfederler. Dogal bir ortamda 
gerceklesen bu surecin sonunda 
Ogrencilerin sosyal, duygusal ve _fiziksel 
becerilerinde gelismeler gorulur. Daha cok 
okul 6ncesi déneme eslik eden bu y6ntemin 
diger sinif seviyelerinde uygulanmasi 
cocuklarin kendilerine olan saygilarinin ve 
givenlerinin gelismesi acisindan oldukca 
Onemlidir. 

G6riildiigt gibi yapilan calismalarin hemen 
hemen hepsi etkili ve kalic! 6grenmeyi 
farkindalik 


duisunme 


gerceklestirmeye, 
kazandirmaya, elestirel 
becerilerini gelistirmeye yoneliktir. Bu 
anlamda bélumde yer alan tum calismalar, 
cocuk icin en iyisini yapma_ felsefesiyle 


kaleme alinmis girisimlerdir. 


VI 


PREFACE 
In recent years, there have been 
developments in education and training 
within the framework of the rapid 
advancement of technology and 
changing social needs. The increase in 
innovative approaches has created 
opportunities for students worldwide, 
and digital transformation in particular 
has played an important role in 
reshaping education. Digital 
transformation in particular has played 
an important role in reshaping 
education. From using digital tools to 
online 


adopting platforms and 


personalized learning and _ skill 
development, education is experiencing 
a profound paradigm shift. Researchers 
examining this field's main trends and 
developments are trying to contribute 
to the international field with their in- 


depth studies. 


The /earning environment refers to the 
different physical spaces, settings and 
platforms where students engage in 


learning. Students can learn at school, 


in the cafeteria, out of school, at home, 
outdoors or in any digital environment 
as an alternative to the classroom. 
Therefore, the concept of learning 
environment covers a very wide range. 
Today, studies oon __ learning 
environments (physical, social and 
emotional conditions surrounding the 
student, student-oriented 
technological/digital learning 
environments) attract attention. This 
century, where technology is at its peak 
and causes rapid changes in every field, 
despite its positive contributions, it may 
prevent students from developing 
critical and creative thinking skills. For 
this reason, idealistic researchers in the 
field have focused their research on 
appropriate methods, strategies and 
techniques for children to think 
multidimensionally. 

This book chapter, “J/nternational 
Studies on Learning Environments", 
focuses on important topics that will 
contribute to the field. From computer 


games to the etymology and history of 


games, from textbooks to 
argumentation-based games and forest 
schools, this academic perspective 
includes valuable research for 
academics, students and_ teachers 
working in this field. So much so that 
sometimes the passion for computer 
games overrides the commitment to 
school and the determination to work. 
Computer games, which children and 
young people spend a lot of time 
playing, gradually reach the level of 
addiction. Most of the _ time, 
technological environments that 
support students in areas such as 
research, problem solving, critical 
thinking, etc. sometimes negatively 
affect children/students with their 
uncontrolled, involuntary and 
unconscious use. However, games play 
an important role in children's social, 
cognitive and sociocultural development 
when they serve the right purpose. 
Games, which have a great impact on 
the satisfaction of children's sense of 
curiosity, the development of self- 
expression skills, the acquisition of 
problem-solving _ skills and the 
development of hand-eye coordination, 
have evolved into a virtual environment 
today, especially in the field of 


education. 


Textbooks and digital textbooks (e- 
textbooks, 


learning environment are seen as 


e-texts...) aS another 


comfort zones for students and teachers 
due to their ease of access and 
practicality. In addition to structuring 
and developing learning, guiding 
learning, enabling self-directed learning 
and contributing to assessment and 
evaluation, they also transfer values 
and ideas. By naturalizing the dominant 
view through the texts in the books, it 
provides social control in a silent way. 
Textbooks containing reading texts 
usually exhibit a _ structure’ that 
accompanies the social order rather 
than universal topics or definitions in 
order to contribute to the social order. 
For this reason, in textbooks, women 
are placed in the family design with 
their roles as mothers and wives. Men's 
roles, on the other hand, are to produce 
and have status by working outside. 

Argumentation is very important for the 
effective realization of education and 
training. Researchers are trying to 
develop new methods in every field of 
learning so that students can make 
comments and establish relationships 


between two knowledge objects from 


an early age. One of these is the “predict- 


observe-explain” method, Vil 


which is structured for science 
education in schools. Especially in 
science education, it is seen as 
important to critically examine a claim, 
collect relevant data and present these 
data as evidence. Therefore, POE 
activities are effective in increasing 
academic achievement and _ gaining 
problem solving skills. 

Forest schools as an alternative and 
inspirational learning environment are 
also found in the literature. In this 
model/environment, which covers a 
long period of time, takes place through 
play and realizes active and experiential 
learning, students play and discover 


through play. At the end of this process 


Vill 


in a natural environment, students’ 
social, emotional and physical skills 
improve. The application of this 
method, which mostly accompanies the 
preschool period, at other grade levels 
is very important for the development 
of children's self-esteem = and 
confidence. 

As can be seen, almost all of the studies 
are aimed at realizing effective and 
permanent learning, raising awareness 
and developing critical thinking skills. In 
this sense, all the studies in this section 
are attempts written with the 
philosophy of doing the best for the 


child. 
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EVALUATION OF 6TH GRADE TURKISH 
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CONCEPTS 


Nil Didem SIMSEK 


Chapter 1 basic tool of communication that 

enables people to maintain their social 
Evaluation of 6th Grade Turkish lives. For this reason, elements that 
Textbook Within The reflect culture in mother tongue 
textbooks should be carefully selected. 
Cortazzi and Jin (1999), in their studies 
where they draw attention to the 
NIL DIDEM SIMSEK* function of culture in textbooks, 


Framework of Gender and 


Social Gender Concepts 


emphasize three important elements 


by referring to the role of culture: 
Introduction y g 


teachers (who mediate the texts in the 
The primary purpose of textbooks all 


textbook), students (who are the 
addressees of the texts in the textbook) 


over the world is to facilitate the 


teaching and learning process of the 


~ and writers (who create the texts). As 
relevant course. In addition to this 


; is known, textbooks are a set of 
purpose, mother tongue textbooks aim 


sequential information prepared in line 
to ensure the socialization of students _ ere 


with the objectives specified in the 
through texts that include social and ; 


curriculum of the course. These written 
universal values (peace, brotherhood, 


materials are important tools that 
cooperation, etc.). Textbooks, and 


; nourish both the individual's education 
especially mother tongue textbooks 


. ee and training environment and_ their 
that provide cultural transmission 


daily lives outside of this environment. 
through the mother tongue, try to 


Therefore, these books — should 
reflect social and cultural ideologies, 


eet ae systematically contain cultural 
values, norms and belief policies in 


elements and be prepared within the 
almost every country by using reading 


framework of the criteria determined 
passages (Crawford, 2004). As = i 


by these elements. When it is 
Kramsch (1998) puts it, language is the : ~ 


i -Aespdiate iProresok Siilleyman Teacher Education, ORCID Code: 0000- 
Demirel University, Turkish Language 0002-3494-1971 


considered that textbooks prepared for 
learning purposes for students are a 
systematic whole that enables learning 
and remembering (Gunes, 2002), 
Turkish textbooks are important in both 
developing language _ skills and 
imparting cultural values. Through the 
texts in Turkish textbooks, students 
develop their language skills and also 
learn the sociocultural elements and 
values of the society they live in (Kasa, 
2015, p.32). The individual is shaped 
by what they see and learn from the 
society they were born and raised in. 
The importance of textbooks in this 
formation cannot be denied. Sayilan 
(2012) emphasizes the importance of 
textbooks in the structuring of social 
meanings, but also points out that 
textbooks directly and _ indirectly 
contribute to the production § of 
patriarchal power relations or the 
formation of egalitarian meanings. 
Textbooks that are mostly reading 
texts, such as Turkish textbooks, can 
be used to adopt social values such as 
equality concepts (equality between 
men and women, etc.). In this respect, 


the texts in Turkish textbooks are 


important in discussing these values 
and transferring socio-cultural 
elements. In the current research, it is 
important to reveal how the approach 
to the concepts of sex and gender 
works in Turkish textbooks accepted by 
the Ministry of National Education. 
While Turkish textbooks are an 
important part of mother tongue 
education and teaching, the texts in 
these books also have a functional role 
in transferring or discussing values, 
norms, acceptances, etc. The 
importance of textbooks in developing 
scientific attitudes and behaviors in 
students and in raising the modern 
man of the future is quite great (Gunes, 
2022: 83). 

For this reason, it is very important to 
include distinguished and culturally 
valuable texts in the textbooks that are 
compatible with the — objectives 
determined by the program (Duman, 
2003). Based on these points, the aim 
of the study is to determine how the 
concepts of sex and gender in the 6th 
grade Turkish textbook are structured 
through texts. In this direction, the 
texts in the 6th grade Turkish textbook 


were identified and interpreted using 
the discourse analysis model in terms 
of the concepts of sex and gender. 
Discourse analysis, which is one of the 
qualitative research methods, is a 
method that focuses on language 
structures and consists of 3 main 
categories (linguistic elements, 
intertextuality, context). Considering 
the scope of the research, the texts in 
the MEB 6th grade Turkish textbook 
were analyzed under a_ general 
framework and in the light of these 
categories. In order to clarify the 
methodological information, — the 
subject of discourse and discourse 
analysis is given in the next heading. 
There are important concepts for this 
book section. Explanations of these 
concepts are important for a clear 
understanding of the study. First, the 
key words, the concepts of sex and 
gender, will be emphasized, and then 
the title of discourse analysis, which is 
the analysis method of the study, will 


be moved on to. 


Concepts of Sex and Gender 
According to Althusser (2003), it is 
impossible to escape from widespread 
ideologies in society. Because ideology 
begins with life and people do this 
without knowing it. A class tries to 
convey its thoughts to another class 
through some impositions and then 
make them accept it. It is impossible to 
escape from dominant ideologies no 
matter where we are in the world. The 
main reason for these impositions is 
the effort to make their own value 
judgments compatible with the system 
they are in. In fact, this situation 
sometimes reaches such a level that it 
starts to work on its own. While this 
situation continues, people often play 
their social roles within the boundaries 
drawn for them without realizing it 
through the necessary naming and 
definitions (Kazanc 2006:9). For 
example, the dominant ideology 
regarding the concept of gender never 
shows itself and says, “This is why I do 
it this way.” Ideology has three 
important dynamics: it makes people 
accept, normalizes, and provides 


assurance (Althusser, 2003). 


The structure based on these dynamics 
is especially dominant on women in 
daily life. It is possible to see this in 
every field. Of course, the role of 
women as mothers has an impact on 
this formation. With the changes 
experienced in many areas in_ this 
century, women's efforts to exist are no 
longer limited to the role’ of 
motherhood. Women now make their 
presence felt unlimitedly in every area 
of life, in every institution, at every 
status and level. In addition, the 
continuation of hostility, sexism and 
humiliation towards women in modern 
life shows that traditional and old ideas 
still persist in some minds (Fine 
2010:86). The concept of hegemonic 
masculinity, while exhibiting a public 
structure, becomes evident especially 
in media (books, television, etc. mass 
communication tools) products and 
expresses this superiority culturally 
(Connell, 1998:248). Social male and 
female roles are attempted to be 
conveyed in an_ imaginary world 
through the media and_ especially 
through objects that children can easily 


access, such as textbooks. While the 


term sex describes being a woman or a 
man_ biologically, the term gender 
expresses the meaning and 
expectations that society and culture 
impose on being a woman or a man 
(Sarac, 2013: 27). Therefore, these 
two concepts, which extend from 
biology to cultural structure, are very 
important on a_ social level. In 
Marshall's words, on the one hand, we 
see the concept of sex, which is 
unchanging and natural, and on the 
other hand, the concept of gender, 
which can change according to time, 
culture and family and is a human 
invention (Marshall, 1999 as cited in 
Sarac, 2013). Every society has 
different stereotypes regarding gender. 
Most of the time, these stereotypes 
have negative consequences for 
women. Sometimes, even women 
become accustomed to this situation 
without being aware of this negative 
attitude towards them. While the socio- 
cultural values that construct social 
roles position women_ instead of 
women, women are not even aware of 
these roles and definitions. Stereotypes 


about gender are formed 


spontaneously and gradually. 
Therefore, this act of intimidation 
experienced over time normalizes the 
behaviors expected from women and 
men. In other words, men choose to 
repair, women choose to cook. After a 
while, these differences and 
stereotyped roles begin to shape life 
(women's lives, men's lives). As a result 
of this shaping, the concept of gender 
discrimination comes to the fore. 
According to Sarag (2013: 29), 
discrimination is discrimination against 
women, that is, women are shown in 
lower positions than men in social, 
cultural, political and economic areas. 
According to these stereotypes, women 
are behind men in education, social and 
business life. When we look from this 
perspective, there is an unequal 
division in society. 

Discourse and Discourse Analysis 
Discourse is a concept that includes 
different explanations according to 
approaches, and sometimes it is 
evaluated as speaking and writing 
actions, and sometimes as practices 
consisting only of speaking actions 
(Celik and Eksi, 2008). Based on the 


fact that each individual is different, 
Foucault (1969, cited in Celik and Eksi, 
2008) states that _ individuals’ 
discourses are also different. While 
language studies focus on _ the 
individual meanings of words, 
discourse studies go beyond this and 
focus on the meanings of the language 
in context and the message it conveys. 
Therefore, it is possible to see the 
sociological, psychological and 
linguistic data of the society it belongs 
to through the language used in the 
discourse. The fact that the discourse 
has a deep structure in terms of 
structure and semantics shows that the 
discourse is a whole beyond the 
sentence that includes written, verbal 
and visual meanings (Simsek and 
Erdem, 2020). The semantic aspect of 
the discourse is related to an analysis 
that includes the subjective 
interpretation of the reader or listener. 
In this case, discourse analysis focuses 
on a process that takes place within the 
framework of listener, speaker, writer 
and reader (Nordquist, 2020, cited in 
Simsek and Erdem, 2020: 1024). 


Discourse analysis, which is a 


comprehensive research method with 
its social and cultural characteristics, 
focuses on the meaning formed in the 
context of speech and text (Celik and 
Eksi, 2008: 115). 

Discourse analysis offers the 
opportunity to perceive the context of 
the language (who is speaking, what is 
their duty/role, who is saying, what is 
their purpose). The focus of discourse 
analysis is how the language user 
(written or spoken language) uses 
language to make sense of their own 
world. Therefore, discourse analysis is 
an action that encompasses all forms of 
communication. A researcher who 
studies discourse analysis reshapes 
social relations, the society's thought 
system and linguistic structure while 
reproducing them. As discourses are 
repeated, they build a social world (Bal, 
2013: 258). Therefore, discourse 
analysis tries to reveal what kind of 
social world the writer or speaker 
creates with their expressions, 
sentences and words. Discourse 
analysis uses the language presented 
in a body or data body to extract 


meaning. This body of data can 


sometimes be an interview or group 
discussion transcript, and sometimes it 
can be a textbook or a play. While some 
discourse analysis methods focus on 
the characteristics of language 
(linguistic features) such as sounds or 
grammar, some _ focus on_ the 
relationship between discourse and 
other discourses, and some focus on 
the relationship between the text and 
the context in which it was produced. 
Therefore, discourse analysis does not 
only focus on linguistics, discourse or 
context, it also focuses on the social 
space that language touches. In this 
respect, discourse analysis examines 
how language is used in the context of 
social problems that affect individuals 
and society. For example, it can be 
used to evaluate how language is used 
to express different perspectives on 
inequality in education, and to examine 
how this issue is addressed or should 
be resolved, and how inequality is 
perceived or not by participants. 
Akturan et al. (2008) state that the 
purpose of discourse analysis is not to 
reveal attitudes, but to examine written 


or spoken data and reveal its structure 


and functions according to person and 
time. Therefore, in discourse analysis, 
the question “who says what?” The 
answer to the question is _ not 
investigated, but what is intended to be 
said is investigated (Heartfield, 
1996:99 from Akturan et al., 2008). 
Discourse analysis is important in terms 
of understanding different 
perspectives, revealing the relationship 
between thought, behavior and 
speech, and examining the language 
and communication used between 
people (Sallan Gul and Kahya Nizam, 
2021). What determines these 
relationships is not the surface text, but 
the important points in the subtext 
(symbols, expressions, shapes, etc.). 
Therefore, focusing on the meaning 
beyond the text is decisive in terms of 
analyzing the intention of the writer or 
speaker. This analysis is not limited to 
the elements of linguistics alone, but is 
also related to other aspects of social 
life (political, cultural, economic areas, 
etc.) (S6zen, 2017). Celik and Eksi 
(2008: 110) stated that if an analysis is 
to be made for a political, ideological or 


social problem, the most appropriate 


method for this is discourse analysis. 
Its structure based on_ sociological 
dynamics (Nordquist, 2020 as cited in 
Sallan Gul and Kahya Nizam, 2021) 
shows the social context of discourse 
analysis, while its structure based on 
thinking Skills shows the 
communication context of discourse 
analysis. In this respect, the act of 
reading is important. The act of reading 
forms the basis of studies on education 
(Kanatli and Cekici, 2018: 304). This 
situation necessitates the examination 
of texts, which are at the center of 


reading, from different perspectives. 


The research in this book section was 
conducted on 32 basic reading texts in 
the 6th grade Turkish textbook. 
However, the structure of the poetry 
text was excluded from the discourse 
analysis. The purpose of this book 
section is; In Turkish lessons, which 
form the basis of mother tongue 
teaching, the process progresses 
through texts. The main source of the 
course, whose main material is texts, is 
Turkish textbooks. In addition to the 


compulsory texts under the themes, 


there are also texts developed around 
activities. Activities and grammar 
studies are also carried out based on 
these texts. These activities and 
exercises also progress within the 
framework of the text around the 
stages of reading, understanding and 
interpretation. In this respect, it is 
important to analyze the texts in the 
book around the questions of what they 
say, to whom they say it, why they say 
it, what idea/thought/judgment the 
thing said is based on, and what it aims 
for in order to_ realize the 
comprehension of the subject. In this 
study, it was aimed to conduct 
discourse analysis of the texts under 8 
themes in the 6th grade Turkish 
textbook on the research topic of 
“gender and social gender concepts”. 
Data were collected by document 
review method. In a document review 
where documents are evaluated within 
the framework of the stated purpose 
(Yildirim and Simsek, 2018: 188), the 
researcher can reach qualified data in a 
short time (Kiral, 2020: 178). 
Document analysis is a_ scientific 


research method that is carried out by 


collecting, reviewing, questioning and 
systematically examining — various 
documents belonging to the primary 
source (Sak, Sahin, Oneren and Nas, 
2021: 228). The discourse analysis 
approach was adopted in the analysis 
process of the data collected with the 
document review method. Discourse 
analysis is a qualitative research 
approach that feeds on multi- 
dimensional data (Igit, 2017: 180). It 
aims to make an interpretation that is 
true to the original based on the 
discourse that is the object of study and 
examines everything that is accepted 
as discourse (Gur, 2013: 193). In the 
study in question, the texts were 
collected, reviewed, questioned and 
examined in line with the purpose of 
the study. While conducting the 
analysis, the researcher paid attention 
to examining the information inspired 
by Van Dijk (1997) in its naturalness, 
reality and context (place, time, parties 
to the discourse, communication of the 
parties, social role, social knowledge, 
norm, value etc.) without any change; 
to take into account the elements that 


constitute the discourse (sound, word, 
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sentence etc.) and sub-dimensions 
(linguistic actions etc.); and to ensure 
that the analysis is oriented towards 
meaning (What does it mean in this 
case? and Why did he say that?). 
Therefore, in the study, what the 


author said, to whom did he say it, why 


did he say it, what 
idea/thought/judgment the said thing 
was based on, and what was his aim 
became important. In the literature, 
the discourse analysis process 
developed by Parker (1992) was used 


in particular: 


Figure 1. Parker analysis model 
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As seen in the discourse analysis 
process in Figure 1, this process tries to 
reveal the deep meaning in the use of 
language. The context targeted in this 
research in particular is related to the 
semantic dimension of the discourse 
and works through the context- 


meaning structure. The analysis of the 


person making the discourse in the 
texts (writer and speaker) is important 
in terms of seeing the background of 
the actions. However, it is not right to 
start from the context of the words and 
therefore the sentences alone to make 
such a judgment. It is important that 


such studies are carried out together 


with different disciplines (sociology, 
linguistics, psychology, etc.). 
Research and Publication Ethics 
Statement: This article is a revised 
and developed version of an 
unpublished conference presentation 
titled “Evaluation of the 6th Grade 
Turkish Coursebook within the 
Framework of Sex and Gender 
Concepts”, which was presented as an 
abstract at the “Women's Studies 2024 
Symposium” 

Findings 

8 themes in the Turkish textbook were 
evaluated through texts around the 
keywords sex and gender. As we have 
previously emphasized (see the title 
Sex and Gender), the concepts of sex, 
gender, stereotypes and _ gender 
discrimination are the expressions that 
shape this study. The texts were 
examined from _ this perspective. 


However, while conducting the 


discourse analysis, the structure of the 
poetry text was excluded from this 
scope (see Table 2). Textbooks and 
especially mother tongue textbooks are 
materials that reflect society. 
Therefore, the texts in the 6th grade 
Turkish textbook shed light on the 
reader in this sense. The aim here is 
not to try to catch a gap in society but 
to try to see the status of the subject of 
the study in the textbook. First of all, the 
authors and their genders are shown in 
Table 1. In Table 2, the name of the 
text, the main character/object/subject 
and the supporting 
character/object/subject mentioned in 
the text are indicated. Thus, if there is 
a main or supporting character in the 
text, it can be seen in terms of gender. 
The theme-text- author-gender table is 


given below (see Table 1): 
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Table 1. Theme-text-author-gender table 


GENDER OF 
THEME THEME AUTHOR OF THE 
TEXT NAME THE 
NUMBER NAME TEXT 
AUTHOR 
mill Bir Sicak Corbada Anadolu Mehmet Onder Male 
eet Tarihi Eserleri ve Mutfagiyla Gilnur Gegmis 
Kilttrumiz a Female 
1 Unlii Kentimiz Hatay 
Ben Neset Ertas Suat Turgut Male 
Anadolu Adi Saim Sakaoglu Male 
Halit Fahri 
Vatan Destani Male 
Ozansoy 
Milli MUcadele Yildirim  Carparsa Seni de 
2 Siileyman Bulut Male 
ve Atattirk Carpar, Beni de! 
Kastamonulu Serife Baci Ismail Bilgin Male 
Bir Bayrak Riizgar Bekliyor Arif Nihat Asya Male Iklim 
Dedgisikligi Bahtiyar Kurt Male 
Ardig Agaci ile Ardic Kusunun 
. Seabee Saban Cuman Male 
: Doga ve Oykiisii 
Evren Guin Doguyor Orhan Veli Kanik Male 
Ibrahim Alaeddin 
Bahar - Male 
G6vsa 
Giilibik Cetin Oner Male 
Adsiz Cesme Hasan Ali Yiicel Male 
4 Erdemler La Fontaine (Haz. 
Aslan ile Fare Male 
Ekrem Aytar) 
Insanla Giizel Ilhan Gecer Male 
; Tugce Inroga 
Insansi Robotlar Female 
5 e 
Bilim ve T k 


noloji 


Ugmanin Tarihi 


Derya 
Sahhiseyin 
oglu Elif 
Sevli Ozer 
Kubra Uslu 
Refika 


Dogan 


Female/s 


14 


Zaman Bisikleti Bilgin Adal Male 
Matematikle Ucuran Astronot 
H. Salih Zengin Male 
Ali Kuscu (1400-1474) 
Yillarin Emegi Seval Ozcan Female 
Pulsuz Dilekce Atalay Yoriikoglu Male 
Cocuk ‘ UY 9 
. Bilmece Cem Atli Male 
Uinyasi 
¥ Kentlerde Yasayan Cocuklar da 
. Eray Canberk Male 
Oyun Oynamak Ister 
Spor ve Kiiltiir Ozbay Giiven Male 
Bocut Nine ve Yogurdun Oykiisi' Yalvac Ural Erkek 
Saglik ve Spor Nedir Su GDO Miyase Sertbarut Male 
Stresten Arindiran Hobi Doga 
ee Gizem Unal Female 
Yurtyust 
Zeynep Betil 
Pisagor ve Muzik Female 
Kabatas 
Simit ve Peynir'le “Bilim Insant a 
ee Bilgin Ersozlu Male 
Sanat Oykileri” 
Sirin Evler Muzesi Metin Ozdamarlar Male 
Kemal Sunal  Gildtriistinuin 
Ali Kemal Sunal Male 


Turk Sinemasindaki Yeri 


As seen in Table 1, there is 1 female 
1st theme (Milli 
Kulttirtimgz); 1 female author in the 
5th theme (Bilim ve Teknoloji) (4 of 


which are joint female authors); 1 


author in the 


female author in the 6th theme (Cocuk 
Dunyas!); 2 female authors in the 7th 


theme (Saglik ve Spor); and 1 female 


author in the 8th theme (Sanat). 
Therefore, 7 of the 32 pieces were 
written by female authors and 25 by 
male authors. The ratio of female 
authors to male authors is 28%, and 
the percentage of female authors in the 
total texts is 22%. 


Table 2. Main character/object/subject and supporting character/object/subject 


THEME TEXT NAME Main Sex Supporting Sex 
NAME character/object/subje character/object/subj 
ct of the text ect of the text 
Milli Bir Sicak Corbada Yavuz Sultan Selim Male Hasan Can Male 
Kultirumuz Anadolu 
Tarihi Eserleri ve Hatay - - 
Mutfagiyla Unlii 
Kentimiz Hatay 
Ben Neset Ertas Neset Ertas Male - 
Anadolu Adi Turk Sultani Fema Haci Bektas Veli Male 
Kadincik Ana le 
Fema 
le 
Milli Vatan Destani - - 7 - 
Mucadele (poem) 
ve Ataturk Yildirim Carparsa Ahmet Remzi Male Mustafa Kemal Male 
Seni de Carpar, Beni 
de! 
Kastamonulu Serife Serife Bac! Fema  Rifat Cavus Male 
Baci le Cemil Cavus Male 
Miralay Osman Bey Male 
Bir Bayrak Rizgar - - - : 
Bekliyor (poem) 
Doga_ ve _ Iklim Dedisikligi The issue of climate - Our planet earth 7 
Evren change 
Ardicg Agaci ile Ardig Ardig Agaci : : = 
Kusunun Oykiist Ardicg Kusu 


Gin Doguyor 


(poem) 


Bahar (poem) 
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Erdemler — Giilibik Protagonist (point of Male GUlibik 
view) first — person Kinall 
narrator (me) 
Adsiz Cesme_ - : = 
(poem) 
Aslan ile Fare Lion - - - 
Insanla Giizel - - - - 
(poem) 
Bilim ve Insansi Robotlar Insansi robotlar - - - 
Teknolojj 
Ugmanin Tarihi Leonardo da Vinci Male - : 
George Cayley Male 
Lilienthal Male 
Orwille ve Willbur Wright Male 
Louis Blériot... Male 
Zaman Bisikleti Protagonist (point of Male Damla Fema 
view) first person Yagmur le 
narrator (me/father) Fema 
le 
Matematikle Ucuran Ali Kuscu Male - - 
Astronot Ali Kuscu 
(1400-1474) 
Cocuk Yillarin Emegi Hasan Male Mother Fema 
Diinyasi Dad le 
Grandfather Male 
Grandmother Male 
Fema 
le 
Pulsuz Dilekce First person narrator not ‘= - 
ment 
ioned 
Bilmece Hacivat Male - - 
Karag6z Male 


Kentlerde Yasayan - 


Cocuklar da Oyun 


Oynamak Ister 
(serbest okuma 
metni) (siir) 
Saglik ve Spor ve Kiultiir History of sports - - > 
Spor Bocut Nine ve - : 7 = 
Yogurdun — Oykiisii 
(poem) 
Nedir Su GDO Mehtap Fema Anne Nurten Hanim Fema 
le Baba Salih Bey le 
Male 
Stresten Arindiran Doga yiirtiyiisii - - - 
Hobi Doga Yiiriiyiisii 
Sanat Pisagor ve Muzik Pisagor Male’ - - 
Simit ve Peynir'le Osman Hamdi Male - - 
“Bilim Insani 
Oykiileri” 
Sirin Evler Muzesi Safranbolu - - - 
Kemal Sunal Kemal Sunal Male - - 


GuldtrUstintin Turk 


Sinemasindaki Yeri 


As seen in Table 2, the number of male 
main characters (f=26) in the texts is 
higher than the number of female 
characters (f=9). There is at least one 
poem and one informative text structure 
in each theme. Poems were not included 
in the analysis in this study. In 


informative texts, the definition of “main 


object” or “main subject” was used 
instead of the main character. However, 
no data was obtained in this study on the 
gender and sex level. 

Bir Sicak Corbada Anadolu. it is told 
that the Ottoman Sultan Yavuz Sultan 
Selim spent a month of Ramadan in 


Edirne and changed clothes with his close 
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friend Hasan Can, whom Yavuz Sultan 
Selim never left. They went on a tour of 
Edirne together. They walked around the 
streets around iftar. There is no dominant 
discourse based on gender in this text. In 
fact, there is no specific expression 
regarding the gender of the person who 
invited him to his house. 

Ben Neset Ertas: In the sentence “I 
have talked about love and said love 
throughout my life. I was one of those 
who came to this world to make hearts 
like Yunus and Hac! Bektas.”, the author 
Suat Turgut did not mention the female 
saints of Anatolia (Baciyan-1 Rim) while 
talking about the saints of Anatolia. 
However, the female saints of Anatolia 
tried to Islamize and Turkify Anatolia just 
as much as the saints themselves. In the 
Bektashi tradition, female members of 
the order are called baci. The social group 
called Baciyan-1 Rim is a union formed by 
Anatolian Turkmen women who serve the 
society to the extent of their power and 
abilities. Fatma Baci, the wife of Ahi 
Evran, known as the founder of the 
Anatolian Ahi Order, was the head of the 
branch of the 
organization (Ozkése, 2003). 


women's Futuvvet 


In contrast to Suat Turgut, Saim Sakaoglu 
includes two important Anatolian women 
in his text Anadolu Ad. Sultan Ana and 
Kadincik Ana. For example, Kadincik Ana 
is one of the most’ important 
representatives of Baciyan-1 Rim. In fact, 
due to the respect shown to her by Hac! 
Bektas Veli, Kadincik Ana’s name _ is 
mentioned almost as often as Haci Bektas 
Veli’s name. Kadincik Ana, whose name is 
mentioned in the Vilayetname known to 
have been written for Haci Bektas Veli, 
shows that women have equal status with 
men in Alevism. She is one of the 
important names of Baciyan-1 Rim, or 
Anatolian Sisters, who were Turkmen 
groups in the Anatolian Seljuk period 
(Bayram, 1981, cited in Okan, 2014). 
Kadincik Ana, who is also mentioned as 
Kutlu Melek and Fatma Ana, stands out in 
the narratives in the Vilayetname. 
According to the Vilayetname, when Hac! 
Bektas Veli came to Sulucakarahéyuk 
disguised as a dove, Kadincik Ana was 
having a conversation in the Assembly of 
the Saints at that time. The first person 
to know that Haci Bektas Veli had come 
was Kadincik Ana, who was among the 


saints in the assembly. Based on this 


narrative, Bahadir (2004: 110) concludes 
that Kadincik Ana had a higher status 
than the men in the Assembly of the 
Saints. 

Yildirim Carparsa Seni de Carpar, 
Beni del. The text tells a story between 
a telegraph assistant and Mustafa Kemal 
Pasha. Here, there is a sacrifice made by 
Mustafa Kemal, who loved his country 
very much, at the cost of his life. Mustafa 
Kemal, who is given the role of patriotism 
and sacrifice in the text, is a very 
important figure for the Turks. Therefore, 
there is no conscious gender discourse. 
Kastamonu Serife Baci: Many women 
like Serife Bact walk next to their oxcarts 
in the dry cold and snowstorm. In a 
situation where walking becomes so 
difficult, the superior effort of women is 
only to carry ammunition to the soldiers. 
The idea emphasized here is the superior 
effort women show even under very 
difficult conditions. At the same time, the 
fact that she tries to breastfeed her crying 
baby in the corner shows her sacrifice 
both as a mother and as a person of this 
land, her sense’ of responsibility. 
Especially what Colonel Osman Bey says 


at the end of the story is very meaningful: 


“The Turkish woman is a heroic mother 
who has no peer in the world. She is such 
a mother that she has given birth to many 
heroes and conquerors throughout 
history. Friends, this is the greatest sign 
that we will win the War of 
Independence. One is the mother of a 
martyr, the other is her child who became 
a veteran while still a baby...” 

Iklim Degisikligi: This reading passage 
is an informative text structure. The 
results of climate change experienced all 
over the world are emphasized. There is 
no conscious and dominant discourse in 
the text. The story of the Ardic Agaci and 
the Ardic Kusu tells the story of an 
unnamed tree and an unnamed bird. Due 
to the miraculous situation that occurred 
after the friendship between them, both 
began to be called junipers in the forests 
and animal world. The ardi¢g kusu and the 
ardig agaci have not only earned their 
names but have also taken their place in 
memories as the heroes of a friendship 
story that no other tree or bird in nature 
has ever had the chance to experience. 
There is no conscious and dominant 


discourse in this text either. 
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Guilibik. Although the gender of the 
main character in this reading passage is 
not clear, it is seen in the picture that the 
main character (the hero narrator) is 
male. This can be seen as a gender 
imposition, and since the author of the 
text is male, it can be thought that the 
hero narrator is also male. The text tells 
the story of an animal taking ownership 
of its newborn child through Kinali. The 
author/narrator expresses how Gilibik 
was protected by her mother when she 
was born. Based on the narrator's 
sentence about her mother in the story, 
"My mother dried her milk-soaked hands 


with her apron...", it is seen that the 
author depicts the mother as a woman 
wearing a kitchen apron and doing 
kitchen work. From the sentence, "I left 
my mother alone with the sheep in the 
yard and ran to my father. She was 
putting on her socks." it is understood 
that the mother is taking care of the 
sheep this time. From the sentence, "Stop 
chattering and bring my hat from inside." 
it is understood that the father takes on 
the commanding role. 

The story of As/an ile Fare tells the story 


of the king of the forest and the little 


mouse. This text, which is an example of 
a fable, does not contain any gender- 
oriented discourse. Insansi Robotlar 
text contains an_ informative text 
structure about humanoid robots named 
Asimo, Kirobo, Atlas and Rashmi, but 
there is no gender discourse attributed to 
these robots. Ug¢manin Tarthi text 
describes in an informative way the 
history of aircraft studies conducted by 
six or even seven men in different 
periods. The ones who compiled the 
studies conducted by these men and 
made history for the readers are four 
female writers. 

In the text of Zaman Bisikleti, from the 
sentence “I called my assistants as soon 
as I got home. “Rain, Damla (these are 
my daughters) come and see, help me!”, 
the hero’s assignment of his daughters as 
his assistants stems from both his 
authority and profession, as can be 
understood from the text. However, 
before directly stating that he called his 
assistants in the first sentence, he could 
have preferred the adjective “helper” as 
a qualifier by saying “I called my 
daughters who helped me.” The author’s 


statement that he immediately after this 


statement, which seems negative or 
aggressive, indicates that he created 
equality as a role-setter. Especially at the 
end of the story, the narrator's pride in his 
daughters is also seen as his correction of 
the assistant role he had assigned to his 
daughters in the last section. In the text 
Matematikle Ucuran Astronot Ali 
Kuscgu (1400-1474), Ali Kuscu, a 
scholar of astronomy and mathematics, is 
mentioned. No dominant discourse 
regarding gender is observed in the text. 
At the very beginning of the reading text 
titled “Yilarin Emegi’; “Hasan came 
down from the rope ladder that his 
mother had left from above when he 
called for dinner. His grandfather had 
built a beautiful tree house for him 
without damaging the magnificent trunk 
of the old plane tree, and with Hasan’s 
help. His grandfather was always busy 
with something and believed that there 
was no such thing as free time.” The 
sentence shows the mother’s role in 
charge of dinner. It is understood from 
the sentence that men are also 
responsible for tasks such as building a 
tree house. In the sentence, “Hasan, who 


woke up early in the morning, was very 


excited. After eating the breakfast that 
his mother and father had prepared with 
appetite, together with the fresh air in the 
garden, they all set to work together.” it 
is seen that the mother and father benefit 
from the division of labor in preparing 
breakfast. 

In the letter called Pulsuz Dilekce, it is 
not clear whether the child is a boy or a 
girl because Atalay YorUkoglu expressed 
this letter for both genders. However, 
there is a boy in the visual. In other 
words, if a child looking at the text with a 
visual is a boy, he will be able to 
internalize this, but if he is a girl, he will 
not be able to identify with the letter 
because he thinks it was written for a boy. 
In the reading text called Bi/mece, there 
is a classic Karagdz and _ Hacivat 
argument. No dominant ideology 
regarding gender or social gender is 
observed in the content. The reading text 
called Spor ve Kiiltir is created in an 
informative text structure. Here, sports 
that have been practiced since ancient 
times are briefly mentioned. However, 
while hunting, archery, climbing, mace, 
javelin, etc. are mentioned, no gender- 


specific expression is made. 
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In the reading text called Nedir Su GDO, 
from the sentence “Mehtap was helping 
to put dinner on the table with her mother 
and father in the evening.” it is 
understood that Mehtap’s mother and 
father are preparing dinner together, 
while in the visual the mother is wearing 
a kitchen apron and the father is sitting 
at the table. In the reading text called 
Stresten Arindiran Hobi Doga 
Yurtiytisu, information is given about 
nature walks. There is no specific sexist 
discourse in the text. In fact, there is a 
photo of a woman next to three men in 
the visual. This means that sports such as 
nature walks are not seen as a type of 
sport that only men are interested in. In 
the reading text called Pisagor ve 
Muzik, no gender-related expression is 
encountered when explaining 
Pythagoras’ connection with music. 

In the reading text called Simit ve 
Peynir‘le "Bilim Insam Hikayeleri”, 
Painter Osman Hamdi Bey is mentioned. 
No sexist discourse was encountered. In 
the reading text called Sirin Evler 
Miizesi, Safranbolu is described in an 
informative manner. No sexist discourse 


was encountered here either. In the 


reading text called Kemal Sunal 
Guldtrtisintin Ttirk Sinemasindaki 
Yeri, Kemal Sunal, an important actor for 
Turkish cinema, is mentioned. Again, no 
sexist discourse was encountered here. 
As can be seen, the reading texts were 
handled on a theme basis and an attempt 
was made to analyze them especially 
around sex, gender, stereotypes and 
Although 


dominant discourses are not visible in the 


gender discrimination. 
texts, this does not mean that these 
discourses do not exist. In a mother 
tongue textbook addressing children 
between the ages of 10-14, an equal 
number of authors could be provided in 
terms of gender. In this way, the reader 
would have the opportunity to encounter 
books written from both a female and a 


male perspective. 


Discussion and Conclusion 

Based on the discourses in the texts, in 
the 6th grade Turkish textbook, the roles 
of respect, sacrifice, patience, effort, and 
responsibility for housework shown to 
women through the female gender in the 
context of gender and social gender are 


seen. Men, on the other hand, assume 


the roles of being commanding, 
overcoming heavy work, and burdening 
with responsibility/work. There is no clear 
gender or social gender discourse in the 
texts in the textbook. While the texts in 
the book sometimes contain impressive 
content in the construction of gender 
within the scope of education and training 
policies, the visuals try to preserve the 
current social order. Texts such as Pulsuz 
Dilekce, Nedir Su GDO, Gulibik, where the 
struggle between discourse and visual 
emerges, still suggest that the visual 
practitioners do not work carefully or 
sensitively with the content of the text. 
While the discursive actions and 
identifications of the — characters 


encourage egalitarian gender 
construction, the activity and quality- 
based representations of the characters 
will reproduce the current stereotypical 
gender constructions of the society, 
which is compatible with the functionalist 


perspective on gender roles. 


In the reading texts, examples are given 
with quotes from the texts of how child 
and adult figures are shown “with whom, 
in what actions, with what kinds of 
objects”. The issues that draw attention 
in terms of gender in the content of the 
texts are also given with these examples. 
Considering the findings obtained as a 
result of the research, it is seen that men 
or boys are mostly visible in the visuals 
and texts of the examined books, and the 
characters are depicted in accordance 
with gender stereotypes. It is also 
noteworthy that women are shown to 
take on the role of “mother” in the texts. 
According to these results, it can be said 
that traditional gender roles are 
presented to students in the 6th grade 
Turkish textbook and that these roles are 
reproduced over and over again, and that 
these are actually components of the 
sexist discourse created by the division of 
labor based on gender (Purvis and Hunt, 
1993: 485, as cited in Sallan Gul and 
Kahya Nizam, 2021). 


24 


References 


Akturan, U., Domac, B., Semiz, Y., Tosun, F., Tahminiciler, E., & Bagci, F. (2008). 
Discourse analysis. In Tirker Bas & Ulun Akturan (Eds.), Qualitative research 
methods: qualitative data analysis with Nvivo7. 0 (pp. 27-43). 


Althusser, L. (2003). Jdeology and the ideological apparatuses of the state. Istanbul: 
Ithaki Publications. 


Bal, H. (2013). Qualitative research method. Isparta: Faculty Bookstore. 


Crawford, K. (2004). Researching the ideological and political role of the history textbook 
- Issues and methods. Jnternational Journal of Historical Learning, Teaching and 
Research1(1). http://centres.exeter.ac.uk/historyresource/journal1/Crawforded- 
kw.PDF 


Connell, R. W. (1998). Society, the individual and sexual politics. Istanbul: Ayrinti 


Publications. 


Cortazzi, M., & Jin, L. X. (1999). Cultural mirrors: Materials and methods in the EFL 
Classroom. In E. Hinkel (Ed.), Culture in second language teaching and learning (pp. 
196-219). Cambridge: Cambridge University Press. 


Celik, H., & Eksi, H. (2008). Discourse analysis. Marmara University Atattirk Faculty of 
Education Journal of Educational Sciences, 2X27), 99-117. 


Duman, A. (2003). Text selection in teaching Turkish to people of Turkish origin. 
Turkology Researches (Special Issue on Teaching Turkish), 13, 151-154. 


Fine, C. (2010). The gender illusion. Istanbul: Sel Publications. 


Glines, F. (2002). Ana/ysis of textbooks. Ankara: Ocak Publications. 


Glines, F. (2022). Characteristics and analysis of textbooks. Ankara: Sinirsiz Education 


and Research Association Publications. 


Gir, T. (2013). Discourse analysis as a post-modern research method. Zeitschrift fur die 
Welt der Ttirken/Journal of World of Turks, X1), 185-202. 


Igit, A. (2017). Ecocritical discourse analysis of the film "Revenge of the Snakes". G/oba/ 
Media Journal TR Edition, X14), 174-189. 


Kanatli, F. -Cekici, Y. E. (2018). A critical evaluation of the conceptual area of reading in 
theoretical books in the field of reading education. Mersin University Faculty of 
Education Journal, 11), 303-316. DOI: 10.17860/mersinefd.344672 


Kasa, B. (2015). Cu/tural values and education in primary school fourth grade Turkish 
course: A case study. [Unpublished Doctoral Thesis]. Anadolu University, Eskisehir. 


Kazanci, M. (2006). Althusser, ideology and the last word on ideology. Jstanbu/ 
University Faculty of Communication Journal, 245), 67-93. 


Kiral, B. (2020). Document analysis as a qualitative data analysis method. Sit 
University Social Sciences Institute Journal, 15), 170-189. 


Kramsch, C. (1998). Language and culture. Oxford University Press, USA. 


Okan, N. (2014). A critical approach to the discourse of gender equality in Alevism. 
Anthropology, (28), 27-42. 


Ozkése, K. (2003). The role of Sufi groups and movements in the Turkification and 
Islamization of Anatolia. Cumhuriyet University Faculty of Theology Journal, X1), 
249-280. 


Parker, I. (1992). Discourse dynamics: critical analysis for social and individual 
psychology. London: Routledge. 


26 


Sak, R., Sahin Sak, I. T., Oneren Sendil, C., & Nas, E. (2021). Document analysis as a 
research method. Kocaeli University Journal of Education, 1), 227-250. 
http://doi.org/10.33400/kuje.843306 


Sallan Gil, S. and Kahya Nizam, O. (2021). Content and Discourse Analysis in Social 


Sciences. Pamukkale University Social Sciences Institute Journal, 4X1), 0181-0198. 


Sarac, S. (2013). Gender. In: L. Gultekin, G. Giines, C. Ertung, A. Simsek (Eds.). Gender 
and Its Reflections (27-32). Ankara: Atilim University Publications. 


Sayilan, F. (2012). Gender and education. In F. Sayilan (Editor). Gender and Education 
(Possibilities and Limitations) (14-76). First Edition. Ankara: Dipnot Publications. 


S6zen, E. (2017). Discourse. Uncertainty, exchange, knowledge/power and reflexivity. 
Istanbul: Profil Kitap. 


Simsek, R. and Erdem, I. (2020). A subliminal indicator of power: Textbooks in teaching 
Turkish as a foreign language. Journal of Discourse Philology, K1), 252-277. 


Tire, O. (207). Women's poverty in Turkey in terms of gender roles. B/ue Atlas, X1), 
97-112. 


Van Dijk, T. (1997). Discourse as Structure and process (Vol. 1). Londra: Sage. 


Yildirim, A. and Simsek, H. (2018). Qualitative research method's in social sciences. 


Ankara: Seckin Publications. 


THE ROLE OF SCHOOL ATTACHMENT 
AND ACADEMIC GRIT IN 
PREDICTION OF COMPUTER GAME 
ADDICTION 


Seyma MIZRAK 


28 


Chapter 2 

The Role of School 
Attachment and Academic 
Grit in Prediction of 


Computer Game Addiction 
SEYMA MIZRAK! 


INTRODUCTION 

Games play an important role in the 
social, cognitive and _ sociocultural 
development of the child. Games have 
a great impact on the development of 
the child's communication and language 
skills, the satisfaction of curiosity, the 
development of self-expression skills, 
the acquisition of problem-solving skills, 
and the development of hand-eye 
coordination (Horzum et al., 2011). The 
games that children used to play with 
their friends in parks and on the streets 
have now become a virtual situation far 
from real life, played at home and on 
the Internet on computers (Horzum, 
2011). The 


technology has caused an increase in 


rapid development of 
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the time people spend on technology in 
their daily lives (Anderson et al., 2007). 
Computer games, which children and 
young people spend a lot of time on, are 
increasingly reaching addiction levels 
(Reiterer, 2010; Thalemann, 2010). The 
use of the Internet by large masses 
makes it difficult to realize its positive or 
negative effects, especially on children 
and adolescents (Joinson, 2003). While 
Internet and computer games are 
considered as technological miracles 
that support children and young 
people's access to information, and 
their personal development such as 
their 


creativity, 


research, problem _ solving, 


critical thinking _ skills, 
excessive, uncontrolled, unintentional, 
and unconscious use causes anxiety 
and fear, and negatively affects the 
development of personal skills (Colwell, 
2003). 
Game addiction is considered in the 
addiction 
2004). 


Computer game addiction refers to the 


category of behavioral 


(Gékcearslan & Durakodlu, 


condition that results in not being able 


to stop playing games for a long time, 
associating the game with real life, 
neglecting responsibilities due to 
playing the game, and_ preferring 
playing games on the computer to other 
(Horzum, 2011). Since 


addiction is not a process that a person 


activities 


can immediately notice, the person 
either does not realize that they are 
addicted or it takes time to realize it 
(GUntc, 2009). Addicts who spend a 
large part of their time with 
technological devices often neglect their 
sleep, nutrition, habits, and social life 
(Young, 2009). When they play games 
excessively, they may experience 
problems such as harming their school, 
family, and friendships, and losing 
control (Gdkcearslan & Durakoglu, 
2004). While some studies mentioned 
the cognitive, social, affective, and 
psychomotor effects of computer 
games that improve learning (Rogge, 
2000) and mentioned its entertaining 
aspect (Fritz, 1988), many studies also 
drew attention to their negative effects. 
Among these negative effects are that 
computer game addiction can lead to 
violence and aggressive behavior 
(Hartmann, 2007), that it can have 


negative physical, psychological, and 


social effects (Griusser & Thalemann, 
2006), and that it can cause delays in 
social skills and neglect in schoolwork 
(Schulte-Markwort, 2005). Since there 
is no end to playing games, it also 
makes the person addicted to that game 
by leveling up. The most important 
factor in the development of addiction is 
the activation of the “pleasure pathway” 
in our brain. The brain that learns this 
pleasure starts to look for ways to find 
pleasure again and focuses on doing 
this no matter what. Activities that 
provide pleasure in a short time make it 
easier for a person to become addicted. 
For this reason, with the “leveling up” 
features of computer games, the person 
stays in the game longer to reach 
pleasure. In addition, the visual color on 
the game screen causes the person 
become addicted (Ogel, 2017). Game 
addiction is considered as_ internet 
gaming disorder in the Diagnostic and 
Statistical Manual of Mental Disorders-5 
(DSM-V), developed and published by 
the American Psychiatric Association 
(APA). Internet gaming disorder is 
graded as mild, moderate and severe. 
Those with mild levels have less 
disruption or fewer 


symptoms in their daily lives. Those 
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with severe levels experience a 


decrease in communication and 


relationships with people, and a 


decrease in work and _ academic 
achievement (DSM-V, 2013). 

The increasing time spent on computer 
games can, over time, cause the child’s 
social relationships with family and 
friends to deteriorate, communication 
problems to occur’ and _ their 
commitment to school to be negatively 
affected. The negative impact on school 
life can negatively affect children's 
attachment to school and_ also 
negatively affect their responsibilities 
related to school (Grusser & 
Thalemann, 2006). School is a central 
place in children's lives where they 
spend a significant amount of time in 
their daily lives (Kizmaz, 2006). Schools 
aim to protect children from risk factors 
and help them attain healthy behaviors. 
Students who do not like their school 
are more likely to exhibit unhealthy 
behaviors, have a lower quality of life, 
and have low academic achievement 
(Nutbeam et al., 1993). 
Attachment to school is a_ basic 
psychological need including the belief 


that they are a member of the school 


and that they are respected (Osterman, 
2000). 


student motivation, which is a dynamic 


School attachment includes 
relationship between teachers and 
classmates and reflects the belief in 
value and competence in_ school 
activities, as well as extracurricular 
activities at school (Fairclotch & Hamm, 
2005). There are three sub-dimensions 
of school attachment, namely cognitive, 
affective, and behavioral (Jimerson et 
al, 2003). The behavioral dimension 
refers to students’ participation in 
academic and social activities at school; 
the affective dimension refers to 
positive and negative reactions to 
teachers, classmates, and school; and 
the cognitive dimension refers to having 
a flexible approach to problem solving, 
having a sense of desire, and being able 
to use coping strategies in the face of 
negative situations (Fredricks et al., 
2004). Students with a high sense of 
school attachment have high self- 


esteem, establish more positive 
relationships with their teachers and 
friends, and have higher life satisfaction 
(Cemalcilar, 2010). School satisfaction 
is related to peer support, peer 


relationships, positive classroom 


climate, and life satisfaction (Verkuyten 


& Thijs, 2002). With positive peer 
relationships, the student's attachment 
to school is positively affected, their 
attendance to school increases, they 
become motivated to fulfill their 
responsibilities at school, and their 
academic achievement __ increases 
(Nelson & DeBacker, 2008; Sidelinger & 
BoothButterfield, 2010). Recent studies 
argued that academic grit is among the 
characteristics that must be possessed 
to achieve success (Duckworth et al., 
2007; Duckworth & Quinn, 2009; 
Sturman & Zappala-Piemme, 2017). 
Among two individuals with the same 
level of intelligence, the one with more 
grit is closer to success, and there is a 
significant relationship between grit and 
academic achievement (Duckworth et 
al., 2007). 


Grit is defined as the determination to 
overcome obstacles in a task (TDK, 
2016). According to Sherman et al. 
(2013), the concept of grit is used in the 
sense of endurance, perseverance, and 
patience that enable the student to 
overcome all kinds of difficulties in order 
to be successful and achieve their goals, 
and to correct psychological problems 
that arise as a result of long-term 


studies. Grit is also defined as not losing 
interest despite all the difficulties 
encountered while trying to reach 
relatively more difficult and long-term 
goals (as cited in. Sarigam et al., 2016). 
A person with grit is someone who can 
continue to work intensively against 
difficulties and maintain interest in the 
goal for a long time despite the tension 
that occurs as a result of failures. The 
most important advantage of a person 
with grit is that the interest is 
permanent and long-term. While people 
who lose their motivation to study and 
are disappointed give up on achieving 
their goals, people with grit continue to 
follow the steps they need to follow to 
achieve their goals (Duckwort & 
Peterson, 2007). While some people 
can easily recover and continue on their 
way when exposed to negative 
experiences, some people make this 
situation even bigger and become 
desperate. People who easily recover 
and continue on their way believe that 
the negative events that happen to 
them are temporary and the positive 
events are permanent. On the other 
hand, people who can never recover 
and drown in their helplessness believe 


that the negative events that happen to 
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them are permanent and the positive 
events are temporary (Seligman, 1998). 
If an individual generalizes the failure 
after experiencing it and has the 
thought “I am already an unsuccessful 
student”, he/she will completely stop 
studying and as a result, they will truly 
fail. If an individual think, “Failing in this 
task does not mean I will fail in all other 
tasks, I can succeed by working harder” 
after experiencing a failure, he/she will 
have more grit and show that the 
situation is specific only to that failure 
(Seligman, 1998). While individuals with 
no grit tend to give up more easily in 
the face of disappointments or failures, 
individuals with grit are more likely to 
succeed by continuing to move towards 
the goal their 
direction (Duckworth et al., 2007). In 


schools, students are given importance 


without changing 


to being successful in exams and 
courses. However, individuals need to 
learn different skills to be successful in 
their daily lives and careers. Examples 
of these are grit, perseverance, and not 
giving up (Hoerr, 2013). 

Study Purpose and Importance 

In the limited number of studies on 
game addiction in children, the negative 


effects of game addiction came to the 


fore, and change according to various 
factors was not given much space. 
Today, computer games, which are 
among the issues that parents and 
teachers mostly complain about, have 
started to take time from the students’ 
daily responsibilities and the games 
played have begun to affect the 
students’ behaviors and making them 
The 


achievement of students who have 


more aggressive. academic 
difficulty in fulfilling their responsibilities 
is negatively affected. This also affects 
their school attachment, causing it to 
decrease. For these reasons, the 
purpose of the study is to examine the 
role of school attachment and academic 
grit in predicting computer game 
addiction. In line with this purpose, the 
study will seek an answer to the 
question "Do school attachment and 
academic grit play a role in predicting 
computer game addiction?" In addition, 
the study also aims to reveal whether 
the aforementioned role of school 
attachment and academic grit shows 
differences in terms of demographic 
variables such as sex, grade level, 
having a computer at home and daily 


duration of playing computer games. 


Study Questions 

1.Do computer game addiction, school 
attachment, and academic grit differ 
according to sex? 

2. Do computer game addiction, school 
attachment, and academic — grit 
according to grade level? 

3. Do computer game addiction, school 
attachment, and academic — grit 
according to whether students have 
computer at home? 

4. Do computer game addiction, school 
attachment, and academic — grit 
according to daily duration of playing 
computer games? 

5.Does computer game _ addiction 
significantly predict school attachment 


and academic grit? 


METHOD 
Study Design 
The study examined the relationship 
between computer game _ addiction, 
school attachment, and academic grit 
by employing the correlational research 
design, one of the descriptive research 
designs. 
Universe and Sample 


The study sample consisted of 564 
students attending two elementary 
schools and three middle schools in the 
Sahinbey District of the city of 
Gaziantep, determined by simple 
random sampling method. Data were 
collected in the fall semester of the 
2020-2021 academic year. 

Data Collection Tools 

Computer Game Addiction Scale: 
The Computer Game Addiction Scale for 
Children, developed by Horzum et al. 
(2008) was used as one of the data 
collection tools in the study. The scale 
has a four-factor structure consisting of 
21 items. Titled “Inability to Stop 
Playing Computer Games”, the first 
factor in the scale consists of a total of 
10 items (items 3, 5, 6, 8, 9, 11, 14, 17, 
18, and 23) and explains 27% of the 
total variance. The internal consistency 
coefficient of this factor is .83. The 
second factor of the scale named 
“Associating Computer Games with Real 
Life” consists of four items (items 4, 7, 
13, and 22). The internal consistency 
coefficient of this factor, which explains 
6.5% of the total variance, is .60. 
Named “Neglecting Tasks Due To 
Playing Computer Games”, the third 
factor of the scale consists of three 
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items (items 15, 16, and 20) and 
explains 6% of the total variance. The 
internal consistency coefficient of this 
factor is .50. Consisting of four items 
(items 1, 2, 10, and 19), the last factor 
of the scale is named “Preferring Playing 
Computer Games to Other Activities”. 
The internal consistency coefficient of 
this factor, which explains 5.50% of the 
total variance, is .50. The entire 21-item 
scale explains 45% of the total variance 
and the internal consistency coefficient 
is .85. Respondents of the scale can get 
a minimum of 21 and a maximum of 105 
points from the scale. All the items in 
the scale has positive items. 

Academic Grit Scale: In order to 
determine the academic grit levels of 4" 
grade elementary school students and 
middle school students, the 10 item- 
single dimension Academic Grit Scale, 
developed by Rojas et al. (2012), was 
also used in the study. Items 1 and 9 of 
the scale are reverse coded. In addition, 
item 1 is included in the scale as the 
control item of item 8. The scale uses a 
5-point Likert-type rating of “strongly 
disagree”, “disagree”, “undecided”, 
The 


lowest score that can be taken from the 


“agree” and “strongly agree”. 


scale is 10 and the highest score is 50. 
A low score indicates that the student 
has a low academic grit level and a high 
score indicates that the student has a 
high academic grit level. While the 
Cronbach’s alpha internal consistency 
coefficient calculated in the original 
form of the scale is .85, it was calculated 
as .84 for the Turkish form of the scale 
in the present study. 

School Attachment Scale: The 
School Attachment Scale for Children 
and Adolescents was developed by Hill 
(2006) as a 5-point Likert type, and the 
Turkish adaptation of the scale was 
carried out by Savi (2011). The scale 
has a three-factor structure (school 
attachment, teacher attachment, friend 
attachment). The School Attachment 
sub-dimension includes the items 1, 2, 
3, and, the Friend Attachment sub- 
dimension includes the items 5, 6, 7, 8, 
and 9), and the Teacher Attachment 
sub-dimension includes the items 10, 
11, 12, and 13. This three-factor 
structure explains 58.69% of the total 
variance. The Cronbach's alpha internal 
consistency coefficient calculated to test 
the internal consistency of the scale is 
between .71 and .80 for the sub- factors 


and is .84 for the entire scale. 


The result of the test-retest analysis is 
.85. The split-half reliability of the scale 
is .78. The Turkish form of the scale can 
be administered to children between 
the ages of 9-14 and has 13 items and 
three sub-dimensions. A high score 
taken from each _— sub-dimension 
indicates that the person has_ that 
characteristic and the scale also gives a 
total score. The highest score that can 
be taken from the entire scale is 65, and 
the lowest score is 13. While the highest 
score that can be taken from the sub- 
dimensions of School Attachment and 
Teacher Attachment is 20 and the 
lowest score is 4, the highest score that 
can be taken from the sub-dimension of 
Friend Attachment is 25 and the lowest 


score is 5. 


Data Analysis 

Before data analysis, the data set was 
examined for missing values. The 
examination showed that there were no 
missing values in the data set. Z scores 
were examined and boxplots were 
checked to determine the outliers in 
each variable. No Z score exceeding 
|3.29| was found in the Z scores and 
there were no outliers as a result of the 
boxplot examination. In this context, 
the analyses were conducted on 564 
observations. In terms of categorical 
variables, independent samples t-test 
and one-way analysis of variance 
technique were used in examining the 
dependent variables. While examining 
the relationships between variables, 
Pearson correlation analysis technique 
and simple linear regression analysis 
technique were used. The margin of 


error in the study was accepted as .05. 


FINDINGS 


Table 1. Standard Deviation Mean and T-Test Results of Computer Game Addiction, 


School Attachment and Academic Grit According to Sex 


Sex n xx ss t p 

School Female 299 22.18 6.18 
-1.14 .26 

Attachment Male 265 22.83 7.26 

School Grit Female 299 33.37 9.85 
1.12 26 

Male 265 32.45 9.48 

ComputerGame__ Female 299 37.81 12.93 
-5.54 .00* 

A. Male 265 44.55 15.93 

*p<.05 


In terms of the sex variable, there was 


y 


a_ significant difference in students 


computer addiction — levels 
({562)= -5.54, p< .05). According to 


this result, male students had higher 


game 


computer game _ addiction _ levels. 


Furthermore, in terms of the sex 


variable, there was no _ significant 


difference in students’ school 
attachment levels (562)= -1.14, p> 
.05) and academic grit levels (4562)= 
1.12, p> .05). According to these 
findings, the school attachment and 
academic determination levels of female 
and male students were similar to each 


other. 


Table 2. Standard Deviation Mean and T-Test Results of Computer Game Addiction, 


School Attachment and Academic Grit According to Grade Level 


Grade Level n xx ss t p 
School Attachment 4% grade 267 22.18 6.14 aes 7 
5% grade 297 22.76 7.18 
Academic Grit 4" grade 267 33.00 10.08 
5t* grade 297 32.88 9.32 Computer Game A. 


4th 


grade 267 43.88 14.49 15 .88 
5th grade 297 38.32 14.59 


*D<.05 4.49 .00* 
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In terms of the grade level variable, 
there was a significant difference in 
students' computer game _ addiction 
levels ((562)= 4.49, p< .05). In other 
words, 4" grade students’ computer 
game addiction levels were _ higher. 
However, in terms of the grade level 


variable, there was no _ significant 


school 
attachment (4562)=-1.03, p> .05) and 
academic grit (&{562)= .15, p> .05) 


levels. According to these results, the 


difference in students' 


school attachment and academic grit 
levels of 4 grade students and 5% 
grade students were similar to each 
other. 


Table 3. Standard Deviation Mean and T-Test Results of Computer Game Addiction, 


School Attachment and Academic Grit According to Whether the Students Have a 


Computer at Home 


Having a 

Computer n xi ss t Pp 

School Yes 383 22.82 6.67 
1.74 .08 

Attachment No 181 21.77 6.75 

Academic Grit Yes 383 32.52 9.65 
-1.49 .14 

No 181 33.82 9.72 

Computer Game Yes 383 44.89 14.39 
Y.BY .UU* 

A. No 181 32.70 11.96 


*p<.05 
The examination of whether the 
students' computer game _ addiction 
levels in terms of whether they had a 
there was a 
significant difference (4(562)= 9.89, p< 


.05). According to this finding, the 


computer at home, 


computer game addiction levels of 
students who had a computer at home 
were higher. However, there was no 


significant difference in students’ school 


attachment levels ({562)= 1.74, p> 
.05) and academic grit levels (4(562)= - 
1.49, p> .05) in terms of the variable of 
whether they had a computer at home. 
According to these results, the levels of 
school attachment and academic grit of 
the students who had a computer at 
home and those who did not have a 
computer at home were similar to each 


other. 


Table 4. Standard Deviation Mean and ANOVA Results of Computer Game Addiction, 
School Attachment and Academic Grit According to Average Daily Computer Game 


Playing Duration 


Dimension Game N x Source of Sum of sd Mean F df 
Playing Variation Squares Squares 
Duration 
2 0-2 hours 311 21.49 Between 833.99 2 416.99 
= groups 9.53* 3-1 
3 3-4 hours 177. 23.21 ~~ Within 24536.94 561 43.74 2-1 
E groups 
2 5 hours 76 24.88 Total 25370.94 563 
3d and over 
0-2 hours 311 3447 Between 1754.31 2 877.16 
= groups 9.64* 1-2 
xe) 3-4 hours 177, 31.55 Within 51063.87 561 91.02 1-3 
5 groups 
8 5 hours 76 29.93 Total 52818.18 563 
and over 
a 0-2 hours 311 32.23 Between 61711.18 2 30855.59 
e groups 281.45* 3-1 
re 3-4 hours 177. 47.89 Within 61503.60 561 109.63 3-2 
3 groups 2-1 
=} 
= 5 hours 76 60.67 Total 123214.78 563 
& and over 
*p<.05 


In terms of the game playing duration computer games for 0-2 hours. 


variable, there was a_ significant 
difference in students’ — school 
attachment levels (A2, 561)= 9.53, p< 
.05). The Scheffe test was conducted to 
determine the source of this difference. 
According to the test result, students 
who played computer games for 5 hours 
and more had a higher level of school 


attachment than students who played 
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Similarly, students who played 
computer games for 3-4 hours 
had a higher level of school 
attachment than students who 
played computer games for 0-2 
hours. 

Furthermore, there was a 
significant difference in 
students’ academic grit levels 
in terms of the computer game 
playing duration variable (A2, 
561)= 9.64, p< .05). The 
Scheffe test was conducted to 


determine the source of 


this difference. The test result revealed 
that the academic grit levels of students 
who played computer games for 0-2 
hours were higher than those who 
played computer games for 3-4 hours 
and five hours and more. 

In addition, in terms of the computer 
game playing duration variable, there 
was a significant difference in students’ 
computer game addiction levels (A2, 
561)= 281.45, p< .05). The Scheffe 


test was conducted to determine the 


source of this difference. According to 
the findings of the test, those who 
played computer games for 5 hours and 
more had higher computer game 
addiction levels compared to those who 
played computer games for 0-2 hours 
and 3-4 hours. Also, the computer game 
addiction was higher in students who 
played games for 3-4 hours compared 
to students who played games for 0-2 


hours. 


Table 5. Means, Standard Deviations and Correlation Coefficients of Variables 


Variables xX 1 2 3 
School Attachment 22.49 6.71 - 
Acadeniic Grit 32.94 9.69 -.10* - 


Computer Game A. 


40.98 14.79 .14** 


- 21** = 


*p<.05, **p<.01 
The above table shows the relationships 
between the variables. There were low- 


level significant relationships between 


the variables. This result is also an 
indication that there was no 


multicollinearity problem 


Table 6. Results Regarding the Prediction of School Attachment 


Predictor Variable B SH B B T 
Constant 19.83 83 24.03* 
Computer Game A. 07 02 14 3.43* 
R 02 

adjusted R* .02 


*p<.05 


The result of the regression analysis 
examining the prediction of the school 
attachment variable by computer game 
addiction revealed that the model was 
significant (1,562) = 11.78, p<.001). 
Computer game addiction explained 2% 
of the variance of school attachment. 
The examination of the unstandardized 


regression coefficients determined that 
computer game addiction (8 = .07, f= 
3.43) was a_ positively — significant 
predictor of school attachment. 
According to this result, a one-unit 
increase in computer game addiction 
predicted a .07-point increase in school 


attachment scores. 


Table 7. Results Regarding the Prediction of Academic Grit 


Predictor Variable B SH B B T 
Constant 38.49 1.18 32,70" 
Computer Game A. -.14 .03 -.21 -5.01* 
R .04 

adjusted R° .04 

*p<.05 

The result of the regression analysis WOES: “Ne students’ school 


of the 


academic grit variable by computer 


examining the — prediction 
game addiction revealed that the model 
was significant (41,562) = 25.13, p 
<.000). 


explained 4% of the variance of the 


Computer game _ addiction 


academic grit variable. The examination 


of the unstandardized regression 
DISCUSSION AND 
RECOMMENDATIONS 
In this study, findings regarding the 
role of school attachment and academic 
grit in predicting computer game 


addiction were determined. In addition, 


coefficients determined that 
computer game addiction (B = 
-14, ¢ = -5.01) was a 
negatively significant predictor 
of academic grit. According to 
this result, a one-unit increase 
in computer game _ addiction 
predicted a .14-point decrease 
in academic perseverance 


scores. 


attachment, academic grit and 
computer game addiction levels 
differed according to sex, 
grade level, whether or not 
they had a computer at home 
and the duration of playing 
computer games were among 


the other study findings. 


The study results put forth that there 
was no_ significant difference in 
students’ school attachment and 
academic grit levels in terms of the sex 
variable, and that male and female 
students were similar. A significant 
difference was found in the students’ 
computer game addiction _ levels. 
According to this result, male students 
had higher computer game addiction 
levels. Studies suggest that especially 
male adolescents between the ages of 
10-19 have a higher tendency to 
excessive game playing and 
problematic use than female 
adolescents and other age groups 
(Chou & Tsai 2007, Cakir et al., 2011). 
Many studies in the literature state that 
male students have higher addiction 
levels than female students (Hauge & 
Gentile, 2003; Griffiths & Davies, 2005; 
Inal & Cagiltay, 2005; Onay et al., 2005; 
Gentile, 2009; Yilmaz, 2010; Erboy, 
2010; Horzum, 2011; Erboy & Vural, 
2011; Sahin & Tugrul, 2012). In their 
research on computer games, Cavus et 
al. (2016) determined that one in every 
five students is at risk of game 
addiction, males are more _ intensely 
affected by games than females and 
have difficulty controlling the time they 


play. A study conducted at Stanford 
University School of Medicine in 2008 
found that males are more addicted to 
games than females. The reason for this 
is that the pleasure region in men's 
brains is more active during the game 
compared to women (Wiki, 2008). In 
terms of gender roles assigned to 
women and men in society, women 
being more submissive and calm and 
men being more dominant and 
aggressive are accepted behaviors. 
Women are encouraged more than men 
to establish and maintain relationships 
(Gicray, 2009). 


Encouraging women to establish more 


with others 


social connections with others may 
cause them to spend time in real social 
environments instead of the time spent 
on the internet. 

Another study finding was that there 
was a significant difference between 
students' computer game _ addiction 
levels and their school grade level. This 
difference is the result of the fact that 
the computer game addiction levels of 
4" grade students were higher than 5" 
grade students. Contrary to this study 
result, some studies determined that 
computer game addiction scores are 


higher as the grade level increases 


(Horzum, 2011; Erboy, 2010; Sahin & 
Tugrul, 2012; Oncel & Tekin, 2015). 
Horzum (2011) concluded in his study 
that 5 grade students' computer game 
addiction is higher than fourth grade 
students. 

Moreover, there was no _ significant 
difference in students’ — school 
attachment and academic grit levels in 
terms of whether there was a computer 
at home. According to this result, 
students school attachment and 
academic grit levels were similar, no 
matter they had a computer at home or 
nor. On the other hand, there was a 
Significant difference in students’ 
computer game addiction levels, and 
that students with computers at home 
had higher computer game addiction 
levels. Durdu et al. (2005) concluded in 
their study that individuals who own a 
personal computer are more likely to be 
fond of computer games. There are 
studies that are consistent with this 
finding (Onay et al., 2005; Yilmaz, 
2010; Erboy, 2010; Sahin & Tugrul, 
2012). 

Furthermore, there was a significant 
difference in students’ = school 
attachment levels in terms of the 


computer game playing duration 


variable. The source of this difference 
was that students who played computer 
games for 5 hours and more had higher 
levels of school attachment than 
students who played games on the 
computer for O-2 hours. Similarly, 
students who played computer games 
for 3-4 hours had higher levels of school 
attachment than students who played 
computer games for 0-2 hours. These 
findings showed that there was a 
positive relationship between the 
duration of game playing and school 
attachment. However, another study 
emphasized that children and 
adolescents who spent too much time 
playing computer games gradually 
became lonelier and had difficulty in 
establishing face-to-face relationships 
(Kraut et al., 2018). The fact that the 
result of the present study revealed a 
positive effect can be due to the fact 
that the computer games played can 
increase conversations between friends, 
provide them with more opportunities 
to talk about games at school, and 
create an environment where they can 
play games similar to the games they 


play on the computer during breaks. 
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There was also a significant difference 
in students’ academic grit levels in 
terms of the game playing duration 
variable. The source of this difference 
was that students who played computer 
0-2 hours had _ higher 


academic grit levels than students who 


games for 


played computer games for 3-4 hours 
and more than 5 hours. The increase in 
time spent on computer games can 
negatively affect the child's school- 
related responsibilities and academic 
studies (Grusser & Thalemann, 2006). 
The increase in time spent on computer 
games can reduce the time spent doing 
homework, reading or participating in 
Studies 
confirmed that there is a relationship 


other educational activities. 
between increased screen time and the 
reduction of reading and homework 
time and that it strongly affects poor 
school performance (Sharif & Sargent, 
2006). Yavuz (2018) found significant 
differences in weekly computer use time 
according to academic achievement 
levels in his study. Those with high 
academic achievement levels have 
lower weekly computer use times than 
those with medium and low levels. 
Wright (2011) stated that those who 
games _ have 


play computer lower 


academic grade point averages 
compared to those who do not play, 
while Anand (2007) put forth that 
computer games have a detrimental 
effect on academic grade _ point 
averages. Elmas (2015) also argued 
that playing games for long periods of 
time negatively affects academic 
achievement and that the time spent 
playing games should be controlled in 
order to increase academic 
achievement. 

Moreover, there was a_ significant 
difference in students’ computer game 
addiction levels in terms of the game 
playing duration variable. According to 
the source of this difference, those who 
played computer games for 5 hours and 
more had higher computer game 
addiction levels compared to those who 
played games for 0-2 hours and 3-4 
hours. Students who played games for 
3-4 hours had higher computer game 
addiction levels compared to students 
who played games for 0-2 hours. In the 
study conducted by Gdkcearslan and 
Durakoglu (2014), 


levels differ in terms of computer game 


game _ addiction 


playing duration. Accordingly, those 
who play more than three hours a day 


have higher game addiction levels than 


others. Thus, there is a_ direct 
proportion between game addiction and 
playing 
conducted by Sahin and Tugrul (2012), 


the opposite result was reached. 


duration. In the — study 


The examination of the relationship 
between the variables in the study 
showed that computer game addiction 
is a positively significant predictor of 
school attachment and _ negatively 
significant predictor of academic grit. 
Some studies in the literature concluded 
that users who spend excessive time 
playing computer games have low 
academic achievement (Anand 2007, 
Gentile 2009). In the literature, the 
prevalence of computer game addiction 
was found higher in those who spend 
more time on the Internet and use the 
Internet mostly for playing games. On 
the other hand, the prevalence of 
computer game addiction was found to 
be lower in those who use the Internet 
mostly for studying and _ getting 
information. This may be related to the 
meaning and function of playing games 
for the individual, which is emphasized 
to have an important role in the 
development of computer game 


addiction (Bingdl-Karag6z, 2017). 


The present study examining the 
computer game addiction levels of 
elementary school 4 graders and 
middle school 5‘ graders according to 
grade, sex, whether there is a computer 
at home and the duration of playing 
computer games_ revealed _ that 
computer game addition levels of male 
students were higher than female 
students, 4" graders’ levels were higher 
than 5" graders’ levels, and the levels 
of those with computers at home were 
higher than those without. The increase 
in the duration of playing games also 
increased computer game addiction and 
school attachment. However, the 
increase in the duration of playing 
games decreased academic grit. In light 
of these findings, recommendations are 
presented to researchers and 
practitioners: 

e The family environment is decisive in 
children's socialization and attaining 
positive/conscious behaviors. School 
counselors should inform families and 
students about the negative situations 
that may arise from spending too much 
time on the computer, and trainings on 
"digital 


accompanying problems" and "problem 


game addiction and 
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prevention and conflict approaches" for 
parents may be beneficial. 

e Studies on games put forth that there 
is a need for research on the childhood 
period when games are played the most 
and self-control is low. In addition, the 
development of up-to-date 


measurement tools that will reveal the 


game addiction levels is _ gaining 
importance. 

e The study findings are limited to the 
characteristics of the study group. For 
this reason, it may be recommended 
that this and 


conducted with a wider age range. 


similar studies be 
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Introduction 
Countries try to raise well-equipped 
individuals with many skills according to 
the conditions of the age they are in 
(Robinson, 2003). With individuals with 
these skills, they aim to keep up with 
the pace of other world countries and 
even to be pioneers in many areas. In 
order to have a say in both the 
economic and scientific fields, countries 
must focus on raising qualified people 
meet the 


who can changes, 


developments and needs of the age 
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(Stohlmann, 
2012; Sahin, Ayar and Adiglzel, 2014). 
In the 21st century, it can be said that 


Moore and_ Roehring, 


individuals need to have analytical 
thinking, problem solving, observation, 
data collection, data analysis and 
conclusions, critical thinking skills and 
digital skills (Belet Boyac! and GUuner 
Ozer, 2019). Problem solving skills have 
an important place among high-level 
thinking skills, especially against today's 
complex problems (Binkley et al., 2012; 
Krkovic, 
Greiff, 2018). 


Problem solving | skills, 


Mustafic, Wustenberg and 
which have 
become one of the_ indispensable 
qualities of 21st century skills, refer to 
the ability of individuals to analyze the 
difficulties they encounter, develop 
appropriate solution methods and apply 
them (Blum and Niss, 1991). This skill is 
important for a person to be successful 
in daily life, business life, education, 
scientific research and many different 
areas (Charles and Lester, 1982). It is 


possible to develop problem solving 
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ow 


Skills like other skills (Kilpatrick, 1985). 
Problem solving skills can be developed 
with small practices and can be 
strengthened even more with complex 
Students can 


with 


produce 
different 


problems. 
practical solutions 
perspectives by using activities that 
contribute to creativity. It is important 
to evaluate the results and 
effectiveness of solutions for better 
development (Bingham, 1998). 

In this context, it is important for 
educational institutions to adopt 
effective strategies to develop problem- 
solving — skills. Students should be 
provided with opportunities to deal with 
different types of problems and use 
higher-order thinking skills. It is thought 
that —_ the 


Explanation (POE) method will also 


Prediction-Observation- 


provide students with this opportunity. 
The POE method, 


attention as one of the methods based 


which draws 


on the constructivist approach, provides 
students with the opportunity to learn 

and practice with many activities and 
provides the opportunity to associate 
science concepts with many _ other 
concepts in their minds (White and 

Gunstone, 1992). The POE method, 


which is seen as one of the best 


methods of the constructivist model, 
emerges as an effective method thanks 
to the active role students take in the 
learning process and the role of 
researchers (Misir and Saka, 2009). 
The POE method was first developed by 
Champagne and his colleagues in 1979 
at the University of Pittsburgh as a 
technique called Demonstration- 
Observation-Explanation for teaching 
physics (Ross and Munby, 1991). This 
method was later changed to 
prediction-observation-explanation 
(POE) by the studies conducted by 
Gunstone and White and took its 
current form (Yildirim and Maserodglu, 
2016). The POE method consists of 3 
basic stages: “Prediction-Observation 
and Explanation”. In the “Prediction” 
stage, students are asked to make 
predictions about the event in the 
activity prepared for them and to 
explain these predictions — with 
justifications 
1998). In the “Observation” stage, they 


are asked to make observations about 


(Liew and _ Treagust, 


the events in the activities. One of the 
important points in this stage is that the 
student can observe comfortably (Tao 
and Gunstone, 1999). It is stated that 


students recording their observations 


by writing or drawing will also 
contribute to the effectiveness of the 
observation (Driver, 1983). It is also 
stated that students recording their 
observations by writing or drawing will 
also contribute to the effectiveness of 
the observation (Driver, 1983). Finally, 
in the “Explanation” stage, students are 
asked to establish a_ relationship 
between the event they observed in the 
activity their 


predictions. If there is a contradictory 


and pre-observation 
situation, they are expected to make an 
eliminate this 
Students 


contribute to the 


explanation that will 
contradiction. actively 
learning process 
through such comments (Kearney, 
2004). 

It is seen that there are various studies 
in the literature regarding the problem 
solving skills of students at different 
levels. For example, the relationship 
between problem-solving _ skills of 
middle school students and variables 
such as academic success and attitude 
has been examined (Lin and Chiu, 2004; 
Koray and Azar, 2008; Durgun and 
Onder, 2019; Ocak, Dogruel and Tepe, 
2021; Hadiprayitno, Lestari, Kusmiyati, 
Sukri and Irawan, 2022). In addition, it 


is seen that the search for 


various factors affecting problem- 
solving skills and methods and activities 
that will contribute to the development 
of this skill continues (Argelagos and 
Pifarre, 2012; Geng and Sahin, 2013; 
Sahin and Namli, 2017; Vatansever, 
2018; Kaya, Korkmaz, and Cakir, 2020; 
Caliskan, 2020; Magaji, 2021; Gezgin, 
2022). In the 


literature on the POE method, in 


Azaz and Atabay, 


addition to increasing academic success 


and conceptual understanding — in 
students, it has been used in the 
development of many high-level skills 


such as critical thinking skills, scientific 


inquiry, analytical thinking, and 
scientific process skills (Rahayu, 
Widiyatmoko and Hartono, 2015; 


Algiranto and Marzuki, 2018; Setiyani, 
Churiyah and Arief, 2019; Karadeniz, 
Kocak Altundag and Yiicel, 2020; Sarah, 
2021; 
Sarioglan and Sarica, 2023; Uriyah, 
Supardi and Suryanti, 2023; Safitri, 
Agnafia and Anfa, 2024). In addition, it 


has been determined that research 


Khanif and Saputra, Bostan 


continues to improve problem solving 
skills in physics subjects with the POE 
method (Rakkapao, Pengpan, Srikeaw 
and Prasitpong, 2013; Yenice, Alpak 
Tung and Candarli, 2019; 2022; Fitrian, 
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Zubaidah, Susilo and Al 
2019). 


In order to develop students' problem- 


Muhdhar, 


solving skills, first of all, students' minds 
need to take an active role (Tokur, 
2011). One of the ways to achieve this 
is to use methods that will enable 
students to think more during activities. 
In this way, students produce scientific 
knowledge while also reaching a 
conclusion by using scientific thinking 
and problem-solving skills in their daily 
lives. In this way, they also develop 
solutions to the problems they 
encounter in their daily lives with 
scientific thinking (Tekin, 2008). In this 
context, the POE method can be an 
important alternative for students to 
access scientific knowledge and develop 
Skills (White and 
Gunstone, 1992; Kearney and Treagust, 
2001; Tekin, 2006; Cimer and Cakir, 


2008). According to the results of the 


problem-solving 


literature review, it is seen that the 


search for educational programs, 
aimed at 
Skills 


continues. However, it should also be 


methods and _ activities 


developing problem-solving 
taken into consideration that more 
studies should be conducted on this 


subject. The middle school period is a 


period when students' cognitive and 


emotional development progresses 
rapidly. However, students' academic 
success levels during middle school 
significantly affect their future lives. In 
Turkey, students can be placed in high 
schools with the High School Entrance 
Exam, which is a central exam at the 
end of the 8th grade (Ocak, Karafil and 
Akar, 2022). Therefore, the high level of 
problem-solving skills of middle school 
students can help them be more 
successful. More studies on this subject 
and examining the factors that affect 
problem-solving — skills in different 
student groups will contribute to the 
literature. In this study, it was aimed to 
examine the effect of using activities 
based on the POE method in teaching 
the Simple Machines unit on the 
academic success and problem-solving 
The 


problem sentence was created as "Does 


skills of 8th grade students. 


the use of activities based on the POE 
method in the simple machines unit 
have an effect on students' academic 
success and problem-solving | skills?" 
Answers were sought for the following 


sub-problem sentences: 


1- What is the effect of POE method- 
based activities on students' academic 
success? 

2- What is the effect of POE method- 
based activities on students' problem- 
solving skills? 

Method 

Designs that aim to find cause-effect 
relationships between variables are 
called experimental designs 
(Buyukéztirk, 2007). In this research, 
in order to find the cause-effect 
relationship of the experimental process 
conducted on academic achievement 
and problem solving skills with activities 
based on the POE method, a pre-test 
group 
experimental design was used. In the 


post-test control quasi- 
research, the same pre-tests and post- 
tests were applied to the experimental 
and control groups in the teaching of 
the Simple Machines unit. The lessons 
were taught in parallel in the 
experimental and control groups. The 
lessons were conducted with activities 
based on the POE method in the 
experimental group, and with activities 
in the science textbook in the control 


group. 


Study Group 

The sample of the study consists of 
eighth grade students of a state middle 
school in the city center of Sakarya. It 
was conducted with a total of 62 
students, one of two classes being the 
control group (31) and the other being 
group (31). The 
classes were formed by the school 
their 


the experimental 
administration according to 


academic achievements. It was 
determined that the students in the 
experimental group did not know the 
POE method and did not benefit from 
any other course with this method. 
Application 

In order to measure the effect of POE 
method-based activities on academic 
success and problem-solving skills in 
students, two branches that were 
thought to be close to each other in 
terms of grade levels and were created 
by the school administration were 
selected. The application was carried 
out for 6 weeks in the 2023-2024 
academic year. In the experimental 
group, 


method-based activities were used to 


6 previously prepared POE 
teach the Simple Machines — unit. 
Students were asked to write their 


predictions appropriate to the problem 
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situation in each activity. After the 
prediction stage was completed, they 
their by 


performing activities related to the 


completed observations 


Students were allowed to 
in the 


activity. In the last stage, students were 


subject. 
discuss their observations 
asked to compare their predictions 
appropriate to the problem situation 
and their observations and establish a 
relationship between their predictions 


before the observation. If there was a 


ETKINLIK-1 EL ARABASINI NASIL KULLANMALIYIM? 


Mehmet bir torba yiikii el arabasi ile tasimak istiyor. Mehmet el arabasina 
yukiin agerligindan daha az kuvvet uygulayarak, yiikii rahatca tasimak 
istemektedir. Bunun icin yuki el arabosinin tekne kisrunda hangi noktaya 
koyacagini ve kendisinin de e! arabasinin hangi noktasindan tutacagina korar 
verememektedir. 


TAHMIN; Mehmet‘in oz bir kuwvetle yiikii tasryabilmesi igin, 
1- Yiikii el arabasinin teknesinde hangi noktalara (A, B, C) koymalidir? 
Tohminlerinizi yazinez. En uygun tahmininizi belirtiniz. 


2- Mehmet el arabastnin hangi noktalarindan (X,Y, Z) tutmalidir? 
Tohminlerinizi yazinez. En uygun tahmininizi belirtiniz. 


contradiction between the prediction 
and the observation, they were asked to 
make an explanation that would 
eliminate this contradiction. Students 
were allowed to write their own 
explanations appropriate to the working 
principles of simple machines on the 
activity sheet. 

A sample POE method-based activity 
applied in the research is given in Figure 
1. 


66ZLEM: El arabasinin kullanimryla ilgili etkinlikler yaparak gézlemler 
yapiniz. 


1- Gézlemlerinize gére el arabasi teknesinde yiik icin en uygun noktay: 


tespit ediniz. 


2- Gézlemlerinize gore el arabasini en uygun tutma noktasin tespit ediniz. 


AGIKLAMA: Mehmetiin az bir kuvvetle yiikii tasiyabilmesi igin tahminleriniz 
ve gézlemlerinizi karsilastirarak, 


1- Yiikiin ve kuwvetin uygulanma noktalarindan hangi tahminlerinizi basarili 
ya da basarisiz buldunuz? 


2-Yiik igin en uygun nokta (A, B, C) neresidir? Nedenini aciklayiniz. 


$- Mehmet'in en uygun tutma yeri (X, Y. Z) neresidir? Nedenini agtklayiniz. 


Tahminleriniz ve gézlemleriniz neticesinde en uygun tasima seklini gizim ile 
gdsteriniz. 


In the control the Simple 


group, 
Machines unit was carried out with the 
activities in the textbooks prepared in 
accordance with the science curriculum. 
Data collection tools, pre-test and post- 
test were applied to both groups before 
and after the experimental process. 
Data Collection Tools 

Simple Machines Unit 
Achievement Test (SMUAT): The 
“Simple Machines Achievement Test” 
developed by Ozkan and Eryilmaz Mustu 
(2008) was applied to determine the 
academic success of the students 
regarding the Simple Machines unit. 
Ozkan and Eryilmaz Mustu (2018) 
developed the 19-question Simple 
Machines Unit Achievement Test 
(SMUAT) in _ their titled 
“Development of an Achievement Test 
for the 8th Grade Simple Machines Unit: 
Validity and Reliability”. The validity and 


reliability study of the developed 


study 


achievement test was conducted by 
Ozkan The 
reliability coefficient (Cronbach alpha) 


and Eryilmaz Mustu. 
of the test was calculated as 0.88. As a 
result of the analysis, it was stated that 
the Simple Machines Unit Achievement 
Test (BMUBT) was a valid and reliable 


measurement tool. In this study, the 


reliability coefficient (Cronbach alpha) 
was measured as 0.82. 

Problem Solving Skills Scale 
(PSSS): In order to determine the 
problem solving skills of the students, 
the “Problem Solving Skills Scale” 
developed by Ge (2001) and translated 
into Turkish by Coskun (2004) was 
applied. The specified scale includes a 
total of four main items, each belonging 
to a problem level, and five sentences 
that can be answered for each item. 
Each sentence can be answered as 
“Always”, “Frequently”, “Sometimes”, 
“Very rarely”, “Never”. The answers are 
scored and graded with values ranging 
from 1 to 5. The scale includes a total 
of 20 sentences in 4 problem levels. The 
first five items are related to the 
interpretation and problem definition 
stage, items 6 to 10 are related to the 
solution development and monitoring of 
the solution process stage, items 11 to 
15 are related to the decision-making 
and problem-solving process evaluation 
stage. Items 16-20 consist of items 
related to specific strategies used in 
problem solving. 

Data analysis 
The data obtained from the applied 
tests were analyzed with SPSS 22 
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program. Since the data obtained from 
the achievement test showed normal 
distribution, parametric tests were 
conducted. In order to understand 


whether there was a_ significant 
difference between the control and 
experimental groups in the pre-test and 
post-test in the achievement test, an 
t-test 


conducted. A dependent t-test was 


independent groups was 
conducted between the pre-test and 
post-test within the groups. 

Since the data obtained from the 
problem-solving skill scale did not show 
normal 


distribution, non-parametric 


tests were conducted. In order to 
understand whether there was a 
significant difference between the 
control and experimental data in the 
pre-test and post-tests obtained from 
the problem-solving skill scale, a Mann- 
Whitney U test was conducted. In order 
to understand whether there was a 
Significant difference between the 
control and experimental data in the 
pre-test and _ post-test within the 
groups, a Wilcoxon Signed Rank Test 


was conducted. 


Ethical 


Research 


Permissions of the 
In this study, all the rules specified to 
be followed within the scope of the 
“Higher Education Institutions Scientific 
Ethics 


Directive” were complied with. None of 


Research and_ Publication 
the actions specified under the second 
section of the directive, “Actions 
Contrary to Scientific Research and 
Publication Ethics”, were carried out. 
Ethics 


information: 


committee permission 
Name of the committee conducting the 


ethical evaluation = Marmara 
Universitesi Egitim Bilimleri Enstitiisi 
Arastirma ve Yayin Etik Kurulu 

Date of the ethical evaluation decision 
= 19. 01.2024 

Number of ethical evaluation document 
= 01-07 

Findings 

In this section, the research findings are 
presented in tables and comments 
according to sub-problems. 

The Effect of POE Method on 
Students' Academic Success 

The data regarding the pre-test and 
post-test of the study groups regarding 
the first sub-problem statement of the 


research, "What is the effect of POE 


method on students’ academic success 
in simple machines?", were analyzed. 
The independent groups t-test analysis 


results regarding the scores obtained 


from SMUAT applied as a pre-test to the 
control and experimental groups are 


given in Table 1. 


Table 1. Independent Groups T-Test Results Regarding the Simple Machines 
Achievement Test Pre-Test Scores of the Control and Experimental Groups 


Groups N Mean SS t Sd Dp 
Control 31 3,64 1,1411159 
Experimental 31 aif7 1,14629 en aed 


According to the analysis results given 
in Table 1, no statistically significant 
difference was found between the 
scores of the control group and the 
experimental group in the pre-test 
Simple Machines Unit Achievement Test 
(p>.05). 


The dependent groups t-test analysis 
results regarding the scores of the 
control group in the Simple Machines 
Achievement Test applied as pre-test 


and post-test are given in Table 2. 


Table 2. Dependent Groups t-Test Results Regarding Pre-Test-Post-Test Scores of 
Control Group Students’ Simple Machines Achievement Test 


Tests N Mean SS t Sd Dp 
Pre-test 31 3,6452 1,14 
Post-test 31 11,45 2,91 15,21 30 ,00 


According to the analysis results given 
in Table 2, a statistically significant 
difference was found between the 
scores of the control group in the pre- 
test and post-test Simple Machines Unit 
Achievement Test (p<.05). According to 
the results of this analysis, it can be said 


that the textbooks and_ activities 


appropriate to the curriculum were 


Se 
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effective in learning the course 
outcomes. 

The dependent groups t-test 
analysis results regarding the 
scores of the experimental 
group in the Simple Machines 
Unit Achievement Test applied 
as pre-test and post-test are 


given in Table 3. 


Table 3. Dependent Groups t-Test Results Regarding the Pre-Test-Post-Test Scores 
of the Experimental Group Students in the Simple Machines Unit Achievement Test 


Tests N Mean SS t Sd Dp 
Pre-test 31 3,77 1,14 

Post-test 31 13,61 2,10 21,10 30 00 
According to the analysis results given effective in learning the course 
in Table 3, a statistically significant outcomes. 


difference was found between the 
scores of the experimental group in the 
pre-test and post-test Simple Machines 


Unit Achievement Test (p<.05). 


The independent groups t-test analysis 
results regarding the scores of the 
Simple Machines Unit Achievement Test 


applied as a post-test to the control and 


According to the results of this analysis, experimental groups are given in Table 
it can be said that the activities carried 4. 


out based on the POE method were 


Table 4. Independent Groups t-Test Results Regarding the Simple Machines 
Achievement Test Post-Test Scores of the Control and Experimental Groups 


Groups N Mean SS t Sd p 
Control 31 11,45 2,91 
Experimental 31 13,61 2,10 3,33 60 ,00 


According to the analysis results given learning the course outcomes. 


in Table 4, a statistically significant 
difference was found between the 
scores of the control group and the 
experimental group in the post-test 
Simple Machines Unit Achievement Test 
(p<.05). According to the results of this 
analysis, it can be said that the activities 
carried out based on the POE method 
positively affected the experimental 


group and were more effective in 
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The Effect of POE 
Method on 
Students' Problem Solving 
Skills Data regarding the pre- 
test and post- tests of the 
study groups regarding the 
question "What is the effect of 
the POE method on students’ 
problem-solving skills?", 
which is the 
second sub- problem 
statement of the Research on 
the Problem-Solving Skills of 
Students with the POE 
Method, were analyzed. 
The scores obtained from the Problem 


Solving Skills Scale applied as a pre-test 


to the control and experimental groups 


were compared using the Mann- 


Whitney U Test and the analysis results 


are given in Table 5. 


Table 5. Mann Whitney U Test Results Regarding the Pre-Test Scores of the Problem 


Dimensions Groups N 


Avg. 


Total 


Rank Rank U a 
Before You Start Control 31 33,82 1048,50 408,500  ,300 
Solving Problems Experimental 31 29,18 904,50 
Working on_ the Control 31 30,95 959,50 463,500  ,804 
Problem Experimental 31 32,05 993,50 
After You Finish Control 31 29,66 919,50 
Working on_ the 423,500 #£,410 
Problem Experimental 31 33,34 1033,50 
Which Method is Control 31 929,35 910,00 
Applied to the 414,000 ,334 
Problem? Experimental 31 33,65 1043,00 


Solving Skills Scale of the Experimental and Control Groups 


According to the analysis results given 
in Table 5, no statistically significant 
difference was found in all dimensions 
of problem solving skills between the 
control group and the experimental 
group 
procedure (p>.05). It can be said that 


before the experimental 


there was no difference in problem 


solving skills between the control group 


and the experimental group before the 
experimental procedure. 

The scores obtained from the Problem 
Solving Skills Scale, which were applied 
to the control group as pre-test and 
post-test, were compared using the 
Wilcoxon Signed Rank Test and the 


analysis results are given in Table 6. 
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Table 6. Wilcoxon Signed Rank Test Results Regarding the Pre-Test and Post-Test 
Scores of the Problem Solving Skills Scale of the Control Group Students 


Dimensions Pre-Test N Avg. Rank — Total Rank 5 


Post-Test i 
Negative 10 14,35 143,50 
Rank 
Before You Start Positive 13 10,19 132,50 -169 ,866 
Solving Problems Rank 
Equal 7 
Negative 11 9,91 109,00 
' ale - = se ee 
Hise on the positive 10 12,20 122,00 -229 819 
roblem Rank 
Equal 9 
Negative 12 12,83 154,00 
After You Finish Rank 
Working on the Positive 13. 13,15 171,00 -,231 ,817 
Problem Rank 
Equal a 
Negative 13 12,00 156,00 
Which Method is Rank 
Applied to the Positive 11 13,09 144,00 -,176 ,860 
Problem? Rank 
Equal 6 


solving skills. 
According to the analysis results given 
in Table 6, no statistically significant 
difference was found between the pre- 
test and post-test Problem Solving Skills 
Scale scores of the control group 
(p>.05). According to the results of this 
analysis, it can be said that textbooks 
and _ activities appropriate to the 
curriculum were not effective in the 


development of students’ problem 


The scores obtained from the 
Problem Solving Skills Scale, 
which were applied to the 
experimental group as pre-test 
and post-test, were compared 
using the Wilcoxon Signed 
Rank Test and the analysis 


results are given in Table 7. 
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Table 7. Wilcoxon Signed Rank Test Results Regarding the Pre-Test and Post-Test 
Scores of the Problem Solving Skills Scale of the Experimental Group Students 


Dimensions Pre-Test N Avg. Rank — Total Rank e 


Post-Test i 
Before You Start Negative 0 ,00 ,00 
Solving Problems Rank 
Positive 30 16,00 496,00 -4,878  ,00 
Rank 
Equal 1 
Working on the Negative 0 ,00 ,00 
Problem Rank 
Positive 31 16,50 528,00 -4,959 ,00 
Rank 
Equal 
After You Finish Negative 1 2,00 2,00 
Working on the Rank 
Problem Positive 30 16,97 526,00 -4,910 ,00 
Rank 
Equal 
Which Method _ is Negative 1 2,50 2,50 
Applied to the Rank 
Problem? Positive 30 16,95 525,50 -4,896 ,00 


Dimensions Rank 


Eq ual 


According to the analysis results given experimental group students. 


in Table 7, a statistically significant 
difference was found between the pre- 
test and post-test Problem Solving Skills 
Scale scores of the experimental group 
(p>.05). According to the results of this 
analysis, it can be said that the activities 
carried out based on the POE method 
were effective in the development of 


problem solving — skills of the 


The scores obtained from the 
Problem Solving Skills Scale 
applied as a post- test to the 
control and experimental 
groups were compared using 
the Mann- Whitney U Test and 
the analysis results are given in 
Table 8. 
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Table 8. Mann Whitney U Test Results Regarding the Problem Solving Skills Scale 
Post-Test Scores of the Experimental and Control Groups 


Dimensions Groups N Avg. Rank Total U E 
Rank 

Before You Start Control 31 16,03 497,00 

Solving Problems —_ Experimental 31 46,97 1456,00 1,500 ,00 

Working on_ the Control 31 16,44 509,50 

Problem Experimental 31 46,56 1443,50 13,500 ,00 

After You Finish Control 31 16,13 500,00 

Working on_ the 4.500 00 

Oem Experimental 35 46 87 1453,00 

Which Method is Control cal 16,10 499,00 

Applied to the 3.000 00 

? . I | 
pope Experimental 3, 4690 —-1454,00 


According to the analysis results given Machines unit on the academic success 


in Table 8, a statistically significant 
difference was found between the post- 
test scores of the Problem Solving Skills 
Scale in all dimensions of problem 
solving skills between the control group 
and the experimental group (p>.05). 
According to the results of this analysis, 
it can be said that the activities carried 
out based on the POE method were 
more effective in the development of 
problem solving skills of the students in 
the experimental group. 

Conclusion and Discussion 

This study aimed to investigate the 
effects of using POE method-based 
activities in teaching the Simple 


and problem-solving skills of 
8th grade students. The 
analysis results show that both 
the activities based on the POE 
method and the activities in the 
textbooks in the science 
curriculum are effective in 
learning the course outcomes. 
However, it can be said that 
POE activities provide more 
effective learning and carry 
students to better levels in 
terms of academic success 
among the activities carried out 
in both groups. The findings of 
the POE method in providing 
academic success are also 
consistent with similar studies 
in the literature (Rahayu, 
Widiyatmoko and_ Hartono, 
2015; Kirilmazkaya and Kirbag, 
2015; Setiyani, Churiyah and 


Arief, 2019; Sarah, Khanif, and Saputra, 
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2021; Bostan Sarioglan and Sarica, 
2023). The POE method makes the 
student active in the learning process 
educational 


according to _ today's 


understanding. According to the 
findings obtained in the research, it can 
be said that the POE method is effective 
in increasing academic success by 
think 


cognitively thanks to the prediction- 


encouraging students to 


observation-explanation stages _ it 
contains. 
According to the analysis results of the 
data obtained from the Problem Solving 
Skills Scale applied to the students 
before the experimental procedure, it is 
seen that the control group and the 
experimental group are at the same 
level in terms of problem solving skills. 
However, after the experimental 
that the 


experimental group differs positively 


procedure, it is seen 
from the control group in terms of 
skills. It 


determined that the activities carried 


problem _ solving was 
out based on the POE method positively 
affected the problem solving skills of the 
students. This result is consistent with 
other studies that the activities based 
on the POE method followed in the 


teaching of the course contribute to the 


development of problem solving skills in 
students (Rakkapao, Pengpan, Srikeaw 
and Prasitpong, 2013; Yenice, Alpak 
Tung and Candarli, 2019; 
Zubaidah, Susilo and Al 
2019). 


Any activity used in science education 


Fitrian, 
Muhdhar, 


can be effective in students learning the 
outcomes of that course. However, it is 
seen that the POE method, which 
makes students active in the learning 
process and enables the concepts to be 
structured in their minds, provides both 
academic success and the development 
of higher-order thinking skills such as 
problem-solving _ skills. Since the 
education targeted on students is not 
only academic success, the selection of 
the method and activities to be followed 
in the courses should be well 
determined. 

Suggestions 

According to the results obtained in this 
research, it is thought that the 
application of activities based on the 
POE method in other units and other 
levels in science education can 
contribute to the development of 
academic success and problem-solving 


Skills. 


The effects of activities based on the 
POE method on the development of 
different high-level skills in students can 


be investigated. The effectiveness of 


the POE method in imparting 21st 
century skills to students can be 


examined. 
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Chapter 4 


Etymology and Theory of Play 
BARGINAY CIFCI! 


Method 

In this scientific study, the etymology of 
"Play" was used by linguists, theories 
and approaches of play cognitive, 
and 


behaviorist, | neuropsychology 


psycholinguistic scientists, and the 
literature review method was _ used. 
First, linguists' etymological definitions 
of play are included, and then the 
theorists’ perspectives and approaches 
to play are included. Modern theories of 
play, theorists, and theorists' types of 
play are illustrated with figures for easy 


understanding. 
Etymology of Play 


When the etymological structure of the 
word "play” was examined with its 
definition in many languages, the 
following results were obtained. It is 
seen that both the root structure and 


the meaning of play in these languages 


‘PhD, Kyrgyz State University Named After I. 
Arabaev, Kyrgyzstan, barcinay @ gmail.com, 0009- 


mostly contain similar actions. It is seen 
that the equivalent of the word “play” or 
“game” in different languages belongs 
to ancient times as well as in Turkish. 
From this perspective, it would be 
appropriate to say that the "play", which 
is a part of civilizations, is adaptable to 
today's needs, together with its 
historical past, as well as the culture to 
which _ it The 


generations in the transmission of 


belongs. role of 


culture is supported by the views of 
both 


historians that it also applies to game 


theorists and linguists and 
culture. 

According to Huizinga (1995), we can 
see that the word “play” in foreign 
languages was defined in several ways 
in Ancient Greece. Some of them are: 
Paidea [~pedagogy] in the sense of 
childlike, child's play; Aido, in the sense 
of insignificant, useless; It is seen that 
it is used as Agon [~agora] in the sense 
of gathering, competition that requires 
a playmate, and in Latin, play is defined 
by two words. It is reported that the oral 


game was used as Jocus or Iocus 
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[~joker] for the joke and as Ludus 


[~prelude, illusion, ludozofi] with 
meanings such as race, juggling, sacred 
Indo- 
European languages directly influenced 


by Latin, they report that the word that 


ceremony and _ festivity. In 


describes play comes from the word 
Jocus, which is French Jeu, Italian 
Gioco, Spanish Jogo, Romanian Joc. In 
English, which is also a European 
language, "play", which is the verb to 
play, is the Anglo-Saxon “Plaegian”, 
which means to exercise, to develop 
physical skills; It has been stated that 
the root of the noun is game, that is, 
"game", which comes from the word 
"Gaman" in the sense of coming 
together. It is seen that the Indo- 
European root "Ghem", which uses the 
infinitive of the same word, means to 
leap with joy, to jump. Sanskrit 
"Dyutam" means to fight, to throw dice. 
The lover's game, on the other hand, 
can be said to be the pioneer of dice 
games played by throwing objects. In 
Ottoman Turkish, 


derived from “La'b” and its derivation 


there are words 


with the meanings of laughing and 
mocking. It is known as “Lu'b” (game), 
“Lu'bet” (toy), 


“La'iba”, which belongs to the same 


“Lu'biyyat” (games). 


gauge, is also used to play instruments, 
just like in European languages (e.g., 
play). (Nisanyan Sdzligii). The original 
of the word is Arabic and “La'ab” is used 
to mean “playing”. 

It was determined that the word 
in Turkish had different 


opinions on the subject. In his article 


“Game” 


about the “game”, Sevan Nisanyan 
mentions that the word is "authentic 
Turkish". Words such as “Oy-mak”, “Oy- 
un-mak", “Oz-mak”, especially Metin 
And, one of the important researchers 
of the game culture in Anatolia, states 
that the game is one of the names given 
to shamans and shamanic ceremonies 
in Central Asia. Regarding the 
connection between them, his research 
draws attention to the fact that 
Shamanic ritual includes various 
meanings of the game such as 
imitation, dance, drama, music, and 
poetry, and includes the anthropological 
information of the game extensively. 
The presence of the word “Oyoon” in 
the infinitive root of the Turkic 
languages supports the view. And. M 
(1974). In all dialects belonging to the 
Ural-Altaic 
language group, the word “Game”, 


which 


modern Central Asian 


is still actively used today, 
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preserves the same structure in terms 
of root structure and action knowledge. 
Another view is that the word “Oyoon” 
comes from the Arabic origin “Ayn” eye, 
and the plural of eye is “Ayaan”, so the 
origin of the word "Oyuun" was 
mentioned in Edward Falkener’s work 
“Games Ancient and Oriental and How 
to Play Them” published in 1892, and it 
includes the basic structure and how 
chess, checkers, backgammon and 
games belonging to this category were 
played in Ancient Greece, Rome, the 


Middle East and the Far East. 


Theory of Play 


different 
definitions of theory of play. Smith and 
Cowie (1989) noted that theories about 


play developed in the late nineteenth 


Scientists have many 


and early twentieth centuries. It is seen 
that the theoretical view of play has 
increased with the recognition and 
development of many positive sciences, 
pedagogy, 
psychology, grammar, history, biology 


primarily philosophy, 
and anthropology. 

Friedrich Freubel put forward views on 
the educational value of play. He 


mentions that play is a tool that 


supports the all-round development of 
children. Herbert Spencer is best known 
for his theory of “excess energy” in play. 
He describes play as the best way to get 
energy out for children. Karl Groos 
criticized Spencer and proposed the 
theory of “exercise” or “practice”. The 
theory he developed is based on 
behavioral science and was formed as a 
result of observation of living things in 
nature. Jean Piaget, who developed the 
cognitivist view, has a_ contrary 
approach to Groos’ view of theory of 
play as a pre-exercise and the approach 
that play is important in learning. In 
Piaget’s theory, the main functions of 
play are to develop existing | skills 
through repetition and to give the child 
a sense of dominance. 

Lev Vygotsky, on the other hand, dealt 
with the emotional and _ cognitive 
aspects of development together in 
game theory. Vygotsky argues that 
“play as if” frees the child from the 
pressures of the current situation 
through activity in an imaginary 
situation. Researchers such as Jerome 
Bruner, Sara Smilansky and Jerome 
Singer, on the other hand, emphasized 
the value of play and touched on the 


“fantasy” and “socio-dramatic” aspects 


of play, which are artistic and creative. 
Brian Sutton-Smith talked about the 
idealization of play and stated that 
theories are a reflection of the need for 
parental and adult control over children, 
rather than the actual behavior of 
children. 

Huizinga, a researcher of culture and 
history, is one of the most well-known 
and widely used theories about play and 
also proves the importance of the game 
for human beings and the game used 
by humans in creating culture with 
historical data. He shed light on game 
theory with his work “Homo Ludens”. 
According to Huizinga (1995 p, 16), 
“Play; It is a voluntary action or activity 
that is freely consented to, but carried 
out within certain time and space limits 
with 


imperative rules, has a purpose in itself, 


in accordance completely 
and is accompanied by a sense of 
tension and joy and the consciousness 
of ‘being different from the usual life’.” 
In “Homo Ludens”, Huizinga says that 
the game has a history older than 
civilizations. According to him, many 
movements of animals involve play, and 
they do these movements due to the 
natural needs of their bodies. According 
to Huizinga, play is “a phenomenon that 


cannot be reduced to anything other 
than itself”. According to him, “Play” is 
the discharge of excess energy; It is the 
fulfillment of the need for rest and 
relaxation, Again, Huizinga means that: 
“Play is to prepare the individual for life; 
that the instincts are satisfied, which 
forbids their 
satisfaction”. According to Oskay (2000: 


society immediate 
p, 146), it is entering into competition 
with other members of society in order 
to test and demonstrate one's own 
superiority. It would not be an 
exaggeration to say that play is the 
dynamic of the process that is effective 
in the personality development of the 
individual. 

According to the thoughts of Adak, 
Ozdemir and Ramazan (2012, p.2), play 
is the most important work that children 
do from the moment they are born until 
a certain _ period. 
(1990), 


different experiences through play and 


According to 


Thompson children have 
form their own personality. Pehlivan 
(2005) and Nutku (1998, p.16) support 
the view that children meet in the game 
themselves through the actions of 
meeting and discovering the factors in 
life. Children think that they develop 


and reinforce all kinds of knowledge and 
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Skills they learn from their environment 
with the repetitions they make in the 
Saracho (2003) 


children use play as a kind of tool to try 


game. says that 
to understand and comprehend the 
world through play, and to express all 
kinds of feelings and wishes about the 
events and situations they encounter. 
According to Thompson (1990), since 
they are suitable for many 
developmental areas in early childhood, 
they also need play, especially for their 
Although 


discover this situation at an early age, 


development. children 
they start to use play more effectively 


as they get older, and_ the 
characteristics of the games they play 
change in this context. According to 
Canli (2014, p.7) and Schuster (1980), 
although many positive effects of play 
on the child’s personality and identity 
are accepted, it is stated that it is an 
abstract concept and it cannot be fully 
stated what it is and why the child 
needs it. According to the opinion of 
Bayar Celebi (2007, p.10), play is for 
pleasure in the early stages of 
childhood; In his later periods, he 
expressed it as an action in which he 
played by adhering to predetermined 


rules and developed his personality and 


identity, talents and 


According to Huizinga (2006, p.17); Itis 


intelligence. 


defined as an action that is carried out 
according to a known order within a 
certain place, time and will, in which 
children play willingly and by accepting 
the rules from the beginning, and which 
exists outside of material interest or 
necessity. According to Ozhan (1997, 
p.4), he drew attention to the aspect of 
the transfer of culture in play and stated 
that many cultural features from the 
past to the present have survived to the 
present day thanks to children's games. 
According to Colak (2009, p.15), he 
made a distinction between play and 
children's games; He _ stated that 
children's games are only actions that 
attract the attention of children, are 
played by them and are renewed by 
them from time to time. He says that all 
kinds of mental and physical actions 
that are of interest to the child are 
called children's games. According to 
Sutton-Smith (1988), 
perceived as “playing with things” that 


while play is 


can be controlled today, it is stated that 
in the past it was perceived as a kind of 
activity that meant “playing with 
others”. According to Smith and Cowie 


(1989), they accept that play develops 


creativity in children, but state that play 
is an idealized type of action. According 
to Onur and Guney (2004, p.8), it is 
stated that play does not fully reflect the 
realities of children, but is a tool of 
adults to keep them under control. 
From this point of view, it is seen that 
there is a different discourse that 
suggests that controlled and, in a sense, 
domesticated games can be considered 
“good games” and uncontrolled games 
can be called “bad games”. According to 
Canli (2014, p.9) and Toren (2011, 
p.26), the fact that play does not 
express exactly what it really is in 
human life provides this and many other 
perspectives about it. In general, it is 
seen that each of the definitions is 
aimed at explaining play in accordance 
with the perception worlds of adults in 
some way. It supports the view that 
children use all their body and mental 
activities effectively during the game 
in play. 
According to Cinar (2008, p.17), Gander 
and Gardiner (1998, p.618), play not 


only ensures the physical and mental 


process and are_ involved 


development of children, but also 
facilitates their adaptation to society by 
supporting the development of their 


personality and character structures. 


According to Toren (2011, p.24), the 
child’s attitude in play, his attitude 
towards the rules, being active in play, 
leading or passively participating in play 
carry clues about his future personality 
and character. According to Gander and 
Gardiner (1998, p.618), Nutku (1998, 
p.16) and Saglam (1997, p.416), the 
structure of play includes the rules of 
society, enabling children to internalize 
these rules while playing and transform 
them into behavior. They believe that 
children’s compliance with the rules of 
life starts in play. According to Canli 
(2014, p6), Cinar (2008, p.17) and 
Seving (2004), play not only supports 
the social development of the child, but 
also 


positively supports the 


development of his physiological, 


biological, psychological, language, 
intellect, social, emotional and motor 
skills. Again, according to Gander and 
Gardiner (1998, p.618), children also 
learn concepts about the objects around 
them in play. According to Canli (2014, 
p.7), the child can concentrate his 
attention on a certain area during the 
play process and maintain it. According 
to Cinar (2008, p.17) and Saglam (1997, 
p.418), researchers who define play as 


an important tool of 
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children’s education through play; They 
believe that it helps educators in many 
ways such as instilling and internalizing 
the cultural characteristics of the society 
they live in, ensuring the development 
of desired characteristics, determining 
the psychological development of the 
child according to their behavior in the 
game, etc. According to Egemen et al. 
(2004, p.39) and Tugrul (2010), it is 
also stated that play is not only a game, 


but also has a much more important 


function in the child’s life. According to 
Artar, Demir and Cok (1998) and Toren 
(2011), other researchers who draw 
attention to the time-dependent change 
of play are that children’s games played 
in the past were mostly played outside 
and as a group; Today, studies have 
shown that children’s games are 
generally played indoors, through 
technological toys and individually. This 
view, on the other hand, supports the 


evolution of the game over time. 


Figure 1. Modern theories of play. 
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Epistemic Play Practice Play 
Hut : Piaget : 
Dramatic Play Symbolic Play 
(1976) (1951) 
Play With Rules Play With Rules 
Personal - Universal 
Functional Play Play 
Smilansky Erikson 
Structural Play Micro-global Play 
(1968) (1963) 
Dramatic Play Macro-global Play 
Play With Rules 
Parten Sheridan 
(1932) (1977) 
Play Based on 
Not Participating i Solo Active Exploration and 
Participating in Play Play Play Manipulati 
Observing Parallel Play Imitation Based Play Structural Play 
Play Together Cooperative Play Build and Believe Play Play With Rules 
Hughes 
(1999) 
Intense Play Sociodramatic Play Social Play 
Creative Play Communicative Play Dramatic Play 
Symbolic Play Play With Depth Exploration Type Play 
Imaginative Play Locomotive Play Play of Control 
Roleplay 


Figure 2. 7heory-based games. (Erden, F. (2016)) 
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Conclusion and Discussion 


In this study, we conclude that the 
phenomenon of play actually has an 
important place in children’s education 
by including the approaches and 
theoretical studies of scientists who 
have worked on the epistemology of 
Educational Science to date. Although 
the perspectives and research results of 
theorists, linguists and cultural historian 
scientists on the concept of “Play” and 
its word structure are both supportive 
and opposed, the fact that they have 
allowed us to look at the concept of play 
from a broad perspective adds richness 
to this scientific study. Children, our 
most valuable assets and _ the 
continuators of our generation, are 
candidates to take the “Play”, which is 
one of our cultural heritages, into their 


lives as a cultural heritage, to adopt it, 


to develop it in accordance with the 
needs of the age and to pass it on from 
generation to generation. We, adults, 
educators, parents, Non-Governmental 
Organizations and scientists, should be 
able to transfer our games, which have 
survived to the present day through the 
transmission of generations, which are 
beneficial to education and provide 
convenience, to our children, who are 
our future, as an indispensable cultural 
heritage by showing the necessary 


attention and care. 
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Chapter 5 


History of Play 
BARGINAY CIFCI! 


Method 

In the study of the history of play, a 
literature review method was employed 
to access the data. The approaches of 
various intellectuals toward play in the 
Ancient Age, Bronze Age, Middle Ages, 
Early Modern Age, and Modern Era were 
examined and _ presented in a 
chronological table. We observe that 
throughout the establishment and 
collapse of civilizations, humans have 
relied on nature and the developmental 
and therapeutic aspects of play, using 
both 


nature and play for the 


multifaceted design of life. Each 
civilization has its own perspective and 
definition of "play." Humans, who 


obtain both the site and the tools of 
their actions from nature itself, have 
been seen to develop and strengthen as 
they become acquainted with the four 


fundamental elements. As long as play 


'PhD, Kyrgyz State University Named After I. 
Arabaev, Kyrgyzstan, barcinay @ gmail.com, 0009- 
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remains within nature, it serves as a 
safe haven and source of life with 
immense educational potential, capable 
of undertaking the repair and 
reconstruction of repeated collapses 
is also an 


and devastations. Play 


important indicator of civilization, 
enhancing human development, aiding 
in the construction of civilizations, and 
strengthening intergenerational bonds. 
In the journey of human civilization, 


play acts as a locomotive force. 


. History of Play 


From the historical data of the Ancient 
Age, we can see that in the 
philosophical view of humans towards 
nature, humanity and nature form an 
inseparable duo. When the famous 
Greek mythological hero Prometheus 
gave fire to humanity, he endowed 
them with the divine power of 
dominion, but he could not grant them 
the power of creation. This is because 
the power to create nature is a force 


even the gods do not possess. Kranz 


(2009, p. 12) "Until 


gods were not creators of nature; they 


Plato, the Greek 


were merely rulers within nature". To 
put this into perspective, in the Ancient 
Age, we see that humans were 
perceived as phenomena completing 
themselves through nature. With the 
onset of life, humans began to discover 
play as a dynamic activity. With their 
innate abilities, they continued the act 
of self-recognition in conjunction with 
nature. As they became acquainted with 
the four fundamental elements of 
nature—fire, water, earth, and air—they 
recognized and developed themselves. 
The iterative processes of development 
and the use of play as a tool for trial and 
error are evident. While exploring their 
geography, humans also encountered 
beneficial, dangerous, permanent, and 
temporary elements. Particularly, 
humans who encountered the wild side 
nutritional 


of nature for purposes 


developed hunting and_ protection 
techniques to survive. They had to 
understand the climate of their 
geographical region to fulfill their needs 
for shelter. To secure shelter, fuel, 
nutrition, clothing, and treatment, they 
had to seek assistance from nature and 


become familiar with it. Just as every 


living being in nature has a need for 
reproduction to continue its lineage, 
humans also have the need for 
reproduction. With an innate tendency 
humans 


towards communal living, 


proliferated, establishing tribes, 
communities, and civilizations. They 
constructed their civilizations through 
multiple actions and activities, using 
trial and error. To _ protect their 
established civilizations, they utilized 
and refined the experiences, methods, 
and products developed from animal 
hunting techniques against external 
threats. With the collapse of the Bronze 
Age, Mesopotamia, an example of a 
multifaceted civilization, lost _ its 
advanced indicators of writing and 
alphabet, experiencing a _ profound 
cultural tragedy. The higher intellects 
seeking solutions to this situation, by 
listening to the voice of nature and 


utilizing its vast educational capacity, 


revived and established new 
civilizations. Philosophers before 
Socrates generally believed — that 


humans could develop by listening to 
the voice of nature and logos. In the 
post-Socratic thought, it was accepted 
that humans are beings capable of 


developing morality and behavior, and 
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ways to live the best life were sought, 
focusing on how virtue could elevate 
individuals. The most well-known works 
of Plato and Aristotle, "The Republic” 
and "Nicomachean Ethics," are among 
the earliest texts addressing this issue. 
Inspired by the educational power of 
nature, this era laid the foundations of 
philosophical perspectives on nature. 
Humans who developed _ thinking 
techniques embarked on the path of re- 
establishing civilization and _ society. 
They sought ways to live in peace 
through education, enhancing moral 
values, and striving to understand 
humans as phenomena. In Plato's 
allegory of the cave, without education, 
the exit from the cave cannot be found, 
and without philosophy, _ civilization 
cannot be achieved. The renowned 
Greek culture of the era did not solely 
teach arithmetic or grammar, positive 
sciences, painting, advanced 
mathematics, and foreign languages. 
According to Cubberley (2003, p. 75) 
the curriculum included education in 
music, literature, religion, careful 
physical education, and civic duties and 
practices. Dursun (2019, p. 42) claims 
thus, at this point, the philosophical 


methodology of play emerges. 


Play is an activity that reveals the 
possibility of freedom of the individual 
in the field of action. Since there is a 
benefit and necessity in the game as 
imitation, Aristotle opposes this and 
defines the game as an end, not a 
means. According to Plato, it is 


necessary to show’ the’ same 
meticulousness in education as in all 
individuals are 


other subjects. If 


directed to love the beautiful, to 
resemble the beautiful, to be one with 
the beautiful from childhood, it will be 
the most ideal of education. This idea of 
Plato is indicative of the ingenious 
which 


connects education with all social life 


example of Greek culture, 


and art. If even mathematics, which is 
an indisputable science, can be a game 
with certain instructions and rules, why 
shouldn't the entire universe and our 
planet be a place of playing to comply 
with the rules and guidelines of life on 
Earth, winning and losing. Aytac (2009, 
p. 25) claims although there was no 
significant change in their approach to 
education at the beginning of the Middle 
Ages, as the Christian world 
strengthened and accelerated its own 
tradition, a stance began to be taken 


against Greek and Roman culture and 


the understanding of education brought 
by this culture. The factor that gave rise 
to literature and art was actually the 
game factor. According to Dursun, 
(2019, p. 38-39) the game motive is a 
motive that sets the rules that bind the 
different to the different, the static to 
the changing. As tragedy, there are two 


driving forces in the play. One of them 


is the Apollonian’ force, which 
symbolizes stasis, calmness, 
uniqueness and _ reason. Nietzsche 


(2010, p. 24) says that another force is 
the power that symbolizes Dionysus, 
childhood 


pleasure. This duality also emerges in 


movement, flow, and 
man's world game. Dursun (2019, p. 
47) claims in this world game, infinite 
combinations of infinitely large forces 
are repeated infinitely. It is quite 
natural for Huizinga, who sees how 
serious the war game, which is one of 
the oldest games in history, can get, to 
establish his opinion through the 
concepts of game and seriousness. 
Huizinga (1995, p. 42) supports that in 
this thought, seriousness and fun are 
the two main pillars that create the 
concept of play instead of being two 
opposite concepts. Before establishing 


the relationship between play and 


seriousness, he also mentions that play 


is a comprehensive cultural 
phenomenon and developmental tool. It 
turns out that the culture and history of 
the game is as old as humanity. In the 
examples, the games that animals play 
among themselves are expressed. 
When a dog is going to play, it shows 
the behavior of wagging its tail or 
jumping left and right, which is part of 
the ritual. These movements are not 
random movements. Huizinga (1995, p. 
6) says that this is evident from the 
behavior of a dog that is angry and 
wants to attack and a dog that wants to 
play. Play and acting, which are 
examples of the behavior of living things 
in nature, are based on culture. The 
word 'Agon' is a word in Ancient Greek 
that means competition, competition 
and fun game. Ideas such as game 
theory, which reveals the mathematical 
probability of winning the contestants, 
turn the game into an "agon". In 
Heidegger's time, play was a very 
common concept in Germany. Dursun 
(2019, p. 51) claims that in Germany, 
where the most childish and pure 
concept such as play was used for mass 
Martin Heidegger hid his 
thoughts about play in the subtexts of 


paranoia, 


o7. 
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his works. In Wittgenstein's thought of 
play, it is a concept whose boundaries 
cannot be determined and defined. 
Wittgenstein (2017, p. 30) says there 
are so many different games in the 
world, from chess to volleyball, from 
theater to wars, that only a kinship 
relationship can be established between 
them. According to (---Huizinga (1995, 
p. 37), the other definition of play is as 
follows: "A game is a voluntary action 
or activity that is freely consented to, 
but carried out within the limits of 
certain time and space in accordance 
with completely imperative rules, has a 
purpose in itself, and is accompanied by 
a sense of tension and joy and the 
consciousness of 'being otherwise’ than 
the ‘habitual life". Fink (2015, p. 55) 
says that world phenomena are 
symbolized in the world game. 
Referring to the conceptual aspect of 
the game, Aristotle belongs to the field 
of "Praxis", that is, action, and man can 
be liberated in this field. Aristotle (1975, 
p. 236) "There is a form of education 
that we should give to our sons, not 
because they are useful or compulsory, 
but because they are worthy of high and 


free men.". 


Since ancient times, play and education 
have been intertwined. These agonized 
games put people from an active 
position to a passive position. By 
showing this agonization, 
(1995, p. 236) expresses that sports 
games have lost their souls and turned 


Huizinga 


into serious business with an agonal 
instinct. In every philosophy education 
to be designed as a game, it is expected 
to gain certain thinking skills. The first 
is the ability to take 
responsibility. As Heraclitus (2009, p. 


of these 


25) says in his trailer, the power to 


dominate is in the child who plays. 


2. Traditional Turkish Play 


Tradition; as defined by TDK (2006) as 
cultural remains, habits, knowledge, 
customs and behaviors that are 
respected in a society and transmitted 
from generation to generation due to 
their antiquity in a society and have the 
power of sanction. In this context, 
tradition and culture are both separate 
and intertwined. Culture is all the 
material and spiritual values created in 
the process of historical and social 
development, and all the tools used to 


create them and transmit them to the 


next generations, showing the extent of 
man's dominance over his natural and 
social environment. The Turks, the 
people of the East, have an ancient past 
in terms of religion and _ civilization. 
Turkey, on the other hand, has been 
home to versatile and rich civilizations 
due to its geographical location and 
historical background. The famous Silk 
Road, which connects the East to the 
West, was also the center of Islam due 
to its opening from the Mediterranean 
to the African continent. This multi- 
cultural structure "Game" has had a 
direct impact on the development of 
culture. In the Qur'an, the book of 
Islamic revelation, the word game is 
mentioned as follows, "Know that the 
life of the world (spent without giving 
importance to the gain of the hereafter) 
is only a (temporary) game, an 
amusement, an ornament, a_ boast 
among you, a competition for wealth 
and multiplication of offspring. (It's) like 
this: A (green) plant that a rain has 
finished is pleasing to the cultivators, 
(but) then it (the plant) withers up and 
you see it yellowed. And then it 
becomes trash (that's how everything in 
the world is). In the Hereafter, there is 


severe punishment (for sinners) and 


forgiveness and pleasure from Allah (for 
the good). The life of the world is 
nothing but a deceptive benefit 
(rejoicing in a dream)." "Therefore, do 
not be deceived by this deception of the 
with 


righteous deeds, and run (to enter) the 


world, but repentance and 


Paradise, which is prepared for those 
Allah 


Messengers, and whose width is as wide 


who believe _ in and His 
as the heavens and the earth. This is a 
blessing from God who He gives it to 
whomever He wills. [5] God is the Most 
Merciful." [see 3/14; 10/24; 18/45-46; 
39/21]" (Surah al-Hadid 20. And 21. 
Verse). The concept of "Play" as defined 
in the scripture refers to the result of 
two opposite actions: 1. To gain 
Paradise, the breadth of which is as 
great as the breadth of heaven and 
earth, 
righteousness, by choosing a lifestyle 
that is 


pleasure in the light of revelation. 2. To 


without departing from 


in accordance with God's 


win Hell, which is the place of severe 
torment, by choosing a life contrary to 
revelation, by choosing a life contrary to 
consent, by being deceived by the 
temporary and deceitful games of the 
world, and finally being among the 


losers. It can be interpreted that while 
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man is in a hurry for both situations, he 
should choose to gain the approval and 
pleasure of the Creator by paying 
utmost attention to the rules of 


revelation without forgetting the 
purpose of creation, and the aim of his 
game should be to win paradise. 

Traditional Turkish games such as 
vizier's head, 
handkerchief hawk, 


dokuztas, ebelemece, hopscotch, castle 


corner — grabber, 


lover, mangala, 
topping, five stones, steel rod, camel 
dwarf are examples of our rich culture. 
Today, as in the past centuries, both the 
name of these games, the game tool 
and the place where they are played are 
in nature and evoke nature. These 
traditional outdoor and indoor games, 
which are also played as ethnosports 
today, are one of our most valuable 
cultural heritages for our age and 
beyond. Since Johan Huizinga is a 
historian and philosopher, he saw the 
game as a cultural phenomenon and 
clarified that it has no biological side. 
"From the sources of legend and 
worship arise the great activities of 
cultural life: order and law, commerce 
and industry, arts and crafts, poetry, 


wisdom and science. Huizinga (1995) 


says that some of their roots are in the 
realm of playful action’. Metin And, in 
his book "Oyun ve BugU", defines the 
game as "according to some, the game 
is to throw away the excess energy; to 
some, to satiate the instinct of analogy; 
according to some, it is to meet the 
The Turkish 


shaman, who believes in the Sky God, is 


need for ejaculation”. 


called 'kamlik' and the shaman is called 
‘kam’. One of the different meanings of 
‘kam’ is 'game’. The Yakuts call the male 
shaman "play" and the female shaman 
"-udagan". In Mongolian, they called the 
male shaman b6 or bdge. In the Yakuts, 
a female shaman is called an udagan. In 
Islam, the Turks have forgotten the 
word "kam". According to Inan (1986, 
p.74) The Turks of East Turkestan, like 
the Yakuts, call the male shaman 
"carved". The ruby game-kams shout 
"alias, alias" in the afsuns they recite to 
ward off evil spirits with fire. In Yakut, 
"aliasta-" (=alazla) means to exorcise 
evil spirits by performing rituals with 
burning rags. The Yakuts say about the 
performer of this ceremony, "oyun aal 
uotanan aalastir" (the shaman _ is 
burning with the blessed grass-fire). 
In tribes that 


adhere to shamanism, there are two 


types of shamans: 1) white shaman, 2) 
black shaman. According to Gultekin , 
Koncina , Uygan , Ulus and Cobanoglu 
(2019 p. 215-222.) The Altaians call it 
"white shaman" and "black kam", while 
the Yakuts call it "bear game" (good 
shaman) and "abas! oyun" (devilish 
kam). In order to have the ayin done, 
the people mostly apply to the black 
cams. The reason for this is luminous. 
The belief that the gods of the Greek 
world were less dangerous to humans. 
Inan (1986, p. 84) says that the 
Shamanists are more afraid of their 
gods and try to protect themselves from 
their evil through the dark cam . The 
general council of the forest is 
considered a cult, and some of its trees 
are also consecrated. The tree most 
revered by shamanists is the beech tree 
(Betula Tournef). The Muslim people of 
East Turkestan also keep beech trees 
around them while treating the patient 
with afsun. 

Such a conclusion has been reached in 
the Homoludens Exhibition research on 
the history of the game. 

It is clear that the game activity, which 
has a significant impact on the human 
structure to reach a whole, differs 


greatly from the situation it has reached 


today with the past. More clearly; The 
games that exist today differ in their 
past forms, which form the basis of 
them. GUltekin, Koncina, Uygan, Ulus 
and Cobanoglu put forward that The 
Homoludens Exhibition is designed by 
making a comparative analysis with 
references to the perceptions of 


traditional games, which are of 
indispensable importance in our culture, 
yesterday and today and tomorrow. In 
the Homoludens Exhibition; Games 
such as corner grabbing, hopscotch and 
xox, which have become a part of our 
culture, have been analyzed _ with 
Schiller's Game Theory in the context of 
cultural transfer as an activity. 

Colakoglu (2015) claims that when the 
concept of play was discussed for the 
first time in connection with art, Schiller 
drew similarities between art and play 
and talked about the importance of play 
Schiller (1965) 


argued that only then would the 


for human_ beings. 
harmony described as _ "beautiful" 
appear. Schiller argues that "we are 
propelled by two opposing forces to 
realize what is necessary within us, and 
to conform the reality that is outside us 
to the necessary law". In summary, 


Schiller stated that the instinct of 
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beauty is play, and at the same time, he 


considered beauty as a living form. 


Schiller argues, "Man, in the full sense 


of the word, plays where he is human, 


and he is human only where he plays". 


Table 1. Historical Chronology of the Game 


Ancient Bronze Age Medieval New Age Modern Age 
Play -  is| Game Game —|Game-AGON | Play - is the 
getting to | Methodology. | Winning is | is a| product of the 
know nature. losing. competition, a | Inner Therapy 
competition. of Beauty. 
It is a multiple | Game - Static | Game — is the | They are | It is a cultural 
repetition of | and Changing | action of | actions with|relic that’ is 
the action. Power. rules. and without} passed down 
rules that are | from 
done freely. generation to 


generation and 
has the power 


to sanction. 


CONCLUSION AND DISCUSSION 


The subject covered in the article is the 


history of the game and it is given in an 


easy-to-understand way with 


the 


chronological table divided into ages. 


The past and age of each civilization has 


a cultural accumulation, which is the 


accumulation of achievements and 


experiences. The "Game" in question is 


the actions in which the foundations of 


achievements and experiences 
are laid. From the first years of 
birth, every human _ being 
enters into movement, change, 
formation, innovations and 
transformations due to his 
natural needs. The main 
dynamics of these parameters 
take place under the name of 
"Game". Over time, it becomes 
a social value and is transferred 
from generation to generation 


as a cultural 


heritage. It is understood from historical 


103 


10 


data that the concept of "Game", which 
is the basis of life, is accepted as the 
basic need of human beings, which 
grows and develops simultaneously 
with life. If our age is defined in the 
language of science, it will be seen that 
"Play" is the dynamic of actions that not 
only children and adults, but also all 
living things in nature need to grow and 
develop. According to some 
philosophers, it is seen as the sum of 
regular and unregulated actions, while 


according to others, it is seen as the 


final product of internal therapy. It is 
indisputable that Turkey, which is 
located at a location where Asia and 
is the 


country that gives the most place to the 


Europe meet as a country, 


concept of "Game" with its deep-rooted 
cultural history. Our games, which are 
our cultural heritage, are the most 
valuable gift to be gifted to our children, 
who are the future of our country, as a 


heritage of generations. 
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Chapter 6 


The Analysis of Master's 


Theses on Forest Schools 


AYSE CEVIKEL SEVING!, HASAN GENC2 


1.Introduction 


With the onset of the 21st century, 


numerous changes and_ innovations 
have occurred in_ various fields, 
including education. Different 


educational approaches and practices 
have aimed to contribute to students’ 
development in cognitive, affective, and 


psychomotor domains. One of these 


practices is forest schools, an 
educational model that provides 
engaging and_ inspiring — learning 


opportunities for children through the 
education offered in these schools (Erol, 
2023). Forest schools are educational 
institutions that offer children an 
environment where they can interact 
with and be immersed in nature. As 


Buldur (2023) pointed out, children not 


1Burdur Mehmet Akif Ersoy University Institute 
of Educational Sciences, Tirkiye, 
aysec.sevinc @ gmail.com, 0009-0004-3947-1069 


only gain firsthand experience in forest 
schools but also benefit from all the 
possibilities nature provides. During 
their time in nature, children interact 
with both living and non-living elements 
in their surroundings, observe their 
environment, and develop skills related 
to scientific research processes (Kabar, 
2022). In this context, forest schools 
focus on allowing children to spend time 
in nature, enhancing their problem- 
solving skills through activities, and 
supporting their physical, emotional, 
and social development. Additionally, 
schools aim _ to __ instill 
and_ the 


these 
environmental awareness 
understanding that other living beings 
besides humans also have the right to 
life. A forest school is an approach 
implemented according to certain rules 
in outdoor natural environments or 
wooded areas, promoting a connection 
forests 


with nature and its central 


(Aykiri & Aydin, 2023). 
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2. Method 


In this study, 


technique (thematic content analysis), 


the meta-synthesis 


one of the content analysis methods, 
was used for data collection. Meta- 
synthesis studies are conducted to 
evaluate qualitative research on a 


specific topic from a _ qualitative 


perspective and to compare the 
similarities and differences (Calik & 


Sézbilir, 2014). 


2.1 Collection of Data for Master's 


Theses 


A total of 10 master's theses were 
accessed by entering the keywords 
“forest school” into the National Thesis 
Center database of the Council of 
Higher Education (YOK), and the study 
group was formed accordingly. After 
creating a list of the theses, which were 
available in PDF format from the 
National Thesis Center of YOK, the 
theses were downloaded to a computer 


and analyzed. 


2.2 Data Collection Process and 


Analysis of Master's Theses 


In the study, the descriptive analysis 
method was used to analyze the data. 


In line with the sub-problems of this 


research, a content analysis of the 
master’s theses on forest schools in 
Turkiye up until 2024 was conducted. In 
the content analysis, the master’s 
theses in the study group were 
classified and examined under the 
headings of year, university, study 
group, research methods, and data 
collection tools. The data obtained were 
analyzed using frequency (f) and 
(%) 


analysis methods, and the resulting 


percentage from descriptive 


values were presented in tables. 


2.3. Ethical 


Research 


Approvals of the 


In this study, all the rules specified 


within the scope of the "Higher 
Education Institutions Scientific 
Research and_ Publication Ethics 


Directive" have been followed. None of 
the actions listed under the second 
section of the directive, titled "Actions 
Violating Scientific Research and 
Publication Ethics," were carried out. 
Since the research is a literature review, 
no ethical committee approval was 


required. 


3. Findings Turkiye, accessed through the Council 
of Higher Education National Thesis 


In this section, the findings obtained 


Center database up until 2024, are 
from the analysis of 10 master's theses 


presented under various headings. 
related to the forest school approach in 


3.1. Findings Regarding the First Sub-Problem of the Research: Distribution 
of Master's Theses by Years 


The distribution of master's theses on the forest school approach in Turkiye by 
year is presented in Table 1. 


Table 1. Distribution Of Master's Theses By Years 


Year Number Of Master's Theses (f) Percentage 
(%) 
2018 2 20 
2019 4 40 
2020 1 10 
2022 2 20 
2023 1 10 
Total 10 100 
According to Table 1, 20% of the 2018, 40% in 2019, 10% in 2020, 20% 
master's theses on the forest school in 2022, and 10% in 2023. 


approach in Turkiye were published in 
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3.2. Findings Regarding the Second Sub-Problem of the Research: 
Distribution of Master's Theses by Universities 


The distribution of master's theses on the forest school approach in Turkiye by 
university is presented in Table 2. 


Table 2. Distribution Of Master's Theses On The Forest School Approach In Turkey 
By Universities 


University Number Of Master's Theses (f) Percentage (%) 


Canakkale Onsekiz Mart University 1 10 


Istanbul University 


1 10 
Kastamonu University 1 10 
Istanbul Sehir University 1 10 
Ankara Yildirim Beyazit University 1 10 
KTO Karatay University 1 10 
Bogazici University 1 10 
Hacettepe University 1 10 
Fatih Sultan Mehmet Vakif University 1 10 
Maltepe University 1 10 
Total 10 100 


According to Table 2, the master's 
theses on the forest school approach in 
Turkiye have been published by 
Canakkale Onsekiz Mart University, 
Istanbul 


University, Kastamonu 


University, Istanbul Sehir University, 


Ankara Yildirim Beyazit University, KTO 
Karatay University, Bogazici University, 
Hacettepe University, Fatih Sultan 
Mehmet Vakif University, and Maltepe 
University. 


3.3. Findings Regarding the Third Sub-Problem of the Research: Distribution 


of Master's Theses by Working Group 


The distribution of master's theses on the forest school approach in Turkiye according 


to the study group is presented in Table 3. 


Table 3. 7he distribution of master's theses on the forest school approach in Ttirkiye 


according to the study group is presented 


Working Group Number Of Master's Theses (f) 


3-Year-Old Students, Parents And 

Teachers In A Private Kindergarten 

Primary School Students 

Students In Village School Kindergarten 

Kindergarten Students Adopting 

The Swedish Forest School Education Program 
Students And Working Administrator 

And Teachers At Forest Kindergarten 

Preschool Teachers Working In Forest Schools 

At Home And Abroad 

60-72 Month Old Students, Their Parents And Teachers 
Preschool Teachers Who Received 

Forest School Education 

Preschool Teachers And Administrators Who Carry Out 
Forest School Practices In Turkey And Parents Whose 
Children Are Educated In These Schools 

Total 


Percentage (%) 
1 10 
1 10 
1 10 
1 10 
2 20 
1 10 
1 10 
1 10 
1 10 
10 100 


According to Table 4, the study groups 
of master's theses on the forest school 
approach in Turkiye consist of preschool 


and kindergarten students, preschool 


teachers, school administrators, 
parents, and kindergarten students who 
follow the Swedish forest school 


education program. 


3.4. Findings Regarding the Fourth Sub-Problem of the Research: 


Distribution of Master's Theses According to Research Method 


The distribution of master's theses on the forest school approach in Turkiye according 


to the research method is presented in Table 4. 
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Table 4. 7he distribution of master's theses on the forest school approach in Ttirkiye 
according to the research method is presented 


Research Method Number Of Master's Theses (f) Percentage (%) 
Qualitative 9 90 

Quantitative 1 10 

Total 10 100 
According to Table 4, 90% of the research methods, while 10% employed 
graduate theses on the forest school quantitative research methods. 


approach in Turkiye utilized qualitative 


3.5. Findings Regarding the Fifth Sub-Problem of the Research: Distribution 
of Master's Theses According to Data Collection Tools 


The distribution of master's theses on the forest school approach in Turkiye according 
to data collection tools is presented in Table 5. 


Table 5. 7he distribution of master's theses on the forest school approach in Ttirkiye 
according to data collection tools is presented 


Data Collection Tools Number Of Master's Theses (f) Percentage (%) 
Interview And Observation Forms 6 60 
Survey And Interview 1 10 
Attitude Scales, Interview Forms 
And Document Review 2 20 
Perception Level Scale, Pre-Test Post-Test 1 10 
Total 10 100 


According to Table 5, in the master's theses on the forest school approach in Turkiye, 
data collection tools such as interview forms, observation forms, questionnaires, 
document analysis, perception level scales, and pre-test/post-test applications were 
used. 


According to Table 5, in the master's 
theses on the forest school approach in 
Turkiye, data collection tools such as 
interview forms, observation forms, 


questionnaires, document analysis, 


perception level scales, and _ pre- 


test/post-test applications were used. 
4.Results 


It is observed that the number of 
master's theses on the forest school 
approach conducted in Turkiye is 
limited. There were no master's theses 
on the forest school approach in Turkiye 
prior to 2018, while 2019 saw the 
highest number of master's theses 
within the years covered by the 
research. Furthermore, no master's 
theses on this topic were found in 2021, 
which is thought to be due to the 
conditions of the COVID-19 pandemic. 
The study groups mostly consisted of 
preschool students, teachers, 
administrators, and parents. In the 


majority of the theses reviewed, 


qualitative research methods were 
used, with only one employing a 
quantitative approach. In this context, it 
can be suggested that future research 
on this topic should incorporate mixed 
methods to address this gap in the 
literature. The mixed method is 
distinguished from qualitative and 
quantitative methods because it can 
reveal much more than the findings 
obtained from either approach alone 
(Cakir & Turkes, 2021). The fact that 
most of the master's theses on the 
forest school approach published in 
Turkiye until 2024 focused on the 
preschool period may be a result of the 
implementation of the forest school 
approach in some preschools. It is also 
considered that applying the forest 
school model in primary and secondary 
schools and conducting similar studies 
in these educational groups could 


contribute to the field. 
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